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ECOMUSEALIA: CONTRIBUTOS DOS MEDIA IMERSIVOS
PARA A LITERACIA E COMUNICAGAO DA PAISAGEM CULTURAL
DO DOURO INVERNAL

EMPLOYMENT OF PALESTINIAN HERITAGE MOTIFS
IN CONTEMPORARY GRAPHIC DESIGN PRACTICE

CONVERGENCES BETWEEN CONTEMPORARY DESIGN,
ARCHITECTURE PRACTICES AND PORTUGUESE TRADITIONAL
CRAFTS: TOWARDS A PRACTICAL METHODOLOGY.

A INFOGRAFIA DIDATICA COMO RECURSO
PARA A MULTILITERACIA: CONTRIBUTOS NOS MANUAIS
ESCOLARES DE 2° CICLO DO ENSINO BASICO.

SISTERHOOD — DESIGNING FEMALE RELATIONSHIPS
IN MAINSTREAM ANIMATION MEDIA OF THE 21ST CENTURY

0 DIAPASAO PERSPECTICO

A HISTORIA INCOMPLETA DO DESIGN
PORTUGUES: CONTRIBUTOS PARA A INSCRIGAO
DA DESIGNER HELENA CARDOSO

DINAMICAS ENTRE DESIGN E OFiCIOS TRADICIONAIS
PORTUGUESES: UM MODELO CURRICULAR COLABORATIVO
PARA O ENSINO SUPERIOR DE DESIGN. O ESTUDO DE CASO
DOS BORDADOS DO NORTE DE PORTUGAL.

RECUPERAR E RE-INTERPRETAR O UNIVERSO DA TIPOGRAFIA
COM CARACTERES MOVEIS — APLICABILIDADE EM CONTEXTOS
DO ENSINO SUPERIOR EM DESIGN.

FLOATING COMPANIES AUGMENTED REALITY APP

COOPERATIVA ARVORE: DADOS AFERIDOS
SOBRE A COLECGAO DE CARTAZES

GRAPHIC MODULATIONS. CARTOGRAPHY PROJECT
FOR THE BIOGEOGRAPHIC LANDSCAPE OF iLHAVO.

FURNITURE DESIGN AS A MODULAR AND FLEXIBLE FEATURE
FOR NEW SCENARIOS OF COLLABORATIVE WORK

DESIGN PARA RESILIENCIA — VIABILIZAGAO DE CENARIOS
DE AUTO-DETERMINAGAO, AUTO-VALORIZAGAO

E AUTO-SUSTENTAGAO JUNTO DE PRATICAS ARTESANAIS
CONTEMPORANEAS EM PORTUGAL

“0S LUSIADAS” AUGMENTED EXPERIENCE
VELHO DO RESTELO AS A PRISM FOR CONTEMPORARY
READING OF THE PORTUGUESE EPIC NOVEL.

MANUAL DE IDENTIDADE: HEGEMONIA E DINAMICAS
DE APROPRIAGAO DA MARCA “PORTO."

METODO PARA A RESOLUGAO DE PROBLEMAS PEDAGOGICOS:
UM ALGORITMO ADAPTADO AO ENSINO DO DESIGN.

A EXPERIENCIA DO NOVO: SOBRE A RELAGAO DAS PESSOAS
COM OS ARTEFATOS

PROCURANDO UM ECOSSISTEMA CULTURAL: RESULTADOS
PRELIMINARES

HDWM CHAIR “HAVE DINNER WITH ME"

(R) EVOLUTION OF THE DESIGN CULTURE IN THE PORTUGUESE
FOOTWEAR INDUSTRY: TOOLKIT AS AN INTERFACE FOR
DIAGNOSIS, PRESCRIPTION, VERICATION AND VALIDATION

DESIGN PACKAGING TOP COVID

GESTAO DE DESIGN INTEGRAL — CONTRIBUTOS PARA UM
OLHAR ONTOLOGICO PARA A VIDA

DESIGNING EMPATHY — FERRAMENTAS PARA UMA PEDAGOGIA
DA DIVERSIDADE INTERCULTURAL ESTUDANTIL NAS
RESIDENCIAS UNIVERSITARIAS PORTUGUESAS.

0 ACTO CRIATIVO COMO FERRAMENTA

CONTRA A DESERTIFICAGAO POPULACIONAL:

PARA UMA DINAMICA VIAVEL ENTRE CRIADORES

E EMPREENDEDORES LOCAIS EM AMBIENTES RURAIS.

0 FUTURO E CIRCULAR, O DESIGN E CIRCULAR:
A EMBALAGEM E O PODER DO CIRCULO INTERNO

O DESIGN COMO MEDIADOR CULTURAL NOS MUSEUS

PUBLICITY AND DESIGN OF THE DETACHMENT
FOR A SUSTAINABLE OIKOS

DESIGN PARTICIPATIVO PARA O BENEFICIO DAS CAPACIDADES
DE INTERACGAO SOCIAL EM PESSOAS COM PERTURBAGOES
DO ESPECTRO DO AUTISMO

FIREFIGHTERS PROTECTIVE EQUIPMENT.
PERFORMANCE-CONFORT DICHOTOMY:
AN ANSWER THROUGH DESIGN.

THE PRESENCE OF ROMANTIC THEMES IN BLACK METAL:
A STUDY OF VISUAL PROVENANCES AND PREVALENCE
IN ALBUM COVERS

WHITE SPACE

RAYNAUD'S PHENOMENON — RESEARCH FROM A DESIGN
PERSPECTIVE

FRUITION OF THE PLACE: INFLUENCES AND CONNECTIONS
BY MULTIMEDIA INSTALLATIONS

REPRESENTING PLACES BY THEIR ABSENCE:

ANOTHER DESIGN STRATEGY TO KNOW THE SPIRIT OF PLACES.

CONTRIBUTIONS OF VISUAL ANTHROPOLOGY

TO THE RETRIEVAL AND ACKNOWLEDGMENT OF NARRATIVES
AND DOCUMENTATION FROM THE ORIGINS OF PORTUGUESE
MEDIUM- AND LONG-DISTANCE RUNNING

THE UNIQUE OUTLOOK OF THE DESIGNER WHEN OBSERVING
THE LANDSCAPE: THE CASE FOR OPORTO'S POETIC ARCHIVE

ARMORIAL MOVEMENT: HOW THE GRAPHIC LANGUAGE
OF A CULTURAL IDENTITY WAS BUILT

DESIGN FOR THE COMMUNICATION OF BREAST
CANCER. STRATEGIES FOR PREVENTION, TREATMENT
AND EMPOWERMENT OF PATIENT AND CAREGIVERS.

DESIGN: LOST IN TRANSLATION? HOW THE CONCEPT
OF DESIGN IS UNDERSTOOD AND MIGHT BE CLARIFIED
WITHIN EUROPEAN UNION POLICIES WHEN LOOKING
AT A FUNDING APPLICATION PROCESS.

A COMUNICAGAO CIENTIFICA COMO DESAFIO

A ESTUDANTES DE DESIGN DE COMUNICAGAO: WORKSHOPS
TRANSDISCIPLINARES PARA A COLABORAGAO ENTRE O
DESIGN DE COMUNICAGAO E A COMUNICAGAO DE CIENCIAS

DESIGN E 0S SISTEMAS LUDICOS COMO MECANISMOS
NO TRATAMENTO DA ANOREXIA NERVOSA

DESIGN FOR AGING: SENIOR’S EXPERIENCE WITH WALKING AIDS

CAN AESTHETICS INSTIGATE THE REINTEGRATION OF WASTE
INTO NEW PRODUCTS PROMOTING A CIRCULAR ECONOMY?

A HISTORY OF THE PORTUGUESE FILM POSTER: THE ROLE
OF DESIGN IN CREATING A VISUAL AND CINEMATIC CULTURE

VISUAL COMMUNICATION OF ALLERGENS ON FOOD LABELS:
A QUALITATIVE ASSESSMENT

DESIGN IN BUILDING COLLABORATIVE NETWORKS
FOR THE ENHANCEMENT OF TERRITORIES: MINI WHEELS CASE.

ISLAND CITY

DESIGN & HEDONISM

STRATEGY FOR DESIGN MANAGEMENT AT THE CREATIVE
SCIENCE PARK — AVEIRO REGION

QUE FORGA E ESSA

A CIDADE-VITRINA. UMA RESPOSTA AO DESAPARECIMENTO
OU DESCARACTERIZAGAO DAS LOJAS CINQUENTENARIAS
DA CIDADE DO PORTO

+- VOTA MAIS MENOS. FROM THE SYMBOLIC INHERITANCE
OF AN ARTISTIC AND POLITICAL INTERVENTION PROJECT

SAPATILHAS: CULTURAL SIGNIFICANCE AND INDUSTRIAL
LEGACY

GROUNDING COMMUNITY PARTICIPATION BY MEANS
OF DESIGN IN A CONTEXT OF AND IN CRISIS

PROCESS AND DECONSTRUCTION: A STUDY INTO RECURSIVE
STRUCTURES BETWEEN KITCHEN AND DESIGN

THE CONTRIBUTION OF DESIGN TO PASSENGER COMFORT
ONBOARD LONG HAUL TRAINS IN PORTUGAL

THE DURABILITY OF THE DESIGN CLASSICS AS A TOOL
TO SUPPORT THE PRODUCT DESIGN PROCESS: 10 PRINCIPLES
FOR THE PROJECT

THE ILLUSTRATION IN THE CHILDREN'S PICTUREBOOK IN
PORTUGAL: FROM THE THREE-DIMENSIONAL REPRESENTATION
TO THE BOOK PAGE

ESTRANHAS INTERACGOES:
SERENDIPIDADE NO MEIO DIGITAL

CODESIGNING COMMUNICATION IN DEMENTIA.
PARTICIPATORY ENCOUNTERS WITH PEOPLE
WITH DEMENTIA AND THEIR FAMILIES TOWARDS
PERSONALISED COMMUNICATION STRATEGIES



PhD Design:
a decade in posters

Design Research as an emerging discipline in its
own right is undergoing international recognition:
there is a clear need to root and implement it as

a scientific and entrepreneurial interface. As such,
the PhD program in Design has been focusing

on long-term contributions to a socio-cultural
paradigm shift: redefining territories of knowledge,
accessibility, solidarity, resourcefulness and
involvement. The Course subscribes to a
multidisciplinary school of applied design research
and practice; a meeting point of doctoral studies,
postdoctoral research, joint entrepreneurial
projects and exploratory ventures, with the shared
goal of social, cultural and economic regeneration.

Active since 2010, the PhD Program in Design of
the University of Porto and the University of Aveiro,
intends to:

— contribute to the development of Design
Research as a scientific discipline;

— consolidate Design Research as a
multidisciplinary interface between Knowledge,
Communication, Skills, Creativity and Development;

- legitimise and communicate Design-related
practice and heritage;

— develop bold and critical models for the
decipherment and resolution of contemporary
challenges.

PhD Design:
uma década em posteres

A Investigagdo em Design, enquanto disciplina
emergente, comeca actualmente a ser reconhecida
internacionalmente por mérito préprio: existe uma
clara necessidade de a enraizar e implementar
como um interface cientifico e empresarial.

Nesta perspectiva, 0 Programa de Doutoramento
em Design tem-se centrado em contribuicdes

para uma mudanca de paradigma sécio-cultural

a longo prazo: redefini¢éo de territdrios de
conhecimento, acessibilidade, solidariedade,
engenho e participagdo. O curso tem por base
uma escola de investigagéo aplicada e pratica

de design multidisciplinar; um ponto de encontro
que cruza estudos doutorais, investigagdo pos-
doutoral, projectos empresariais conjuntos e
parcerias exploratdrias com o objectivo comum de
regeneracdo social, cultural e econémica.

Implementado em 2010, o Programa de
Doutoramento em Design da Universidade do Porto
e da Universidade de Aveiro tem como objectivos:

- contribuir para o desenvolvimento da Investigagao
em Design como disciplina cientifica;

- consolidar a Investigagdo em Design como um
interface multidisciplinar entre Conhecimento,
Comunicagao, Saber-fazer, Criatividade e
Desenvolvimento;

- legitimar e comunicar as praticas e o patriménio na
perspectiva do design;

- desenvolver modelos inovadores e criticos
para a decifragdo e resolugdo dos desafios
contemporaneos.

Doctor Tiger é uma frente editorial informal
associada a este curso de doutoramento.

0 conteldo é produzido e gerido por estudantes do
programa, ocasionalmente em colaboragdo com
colegas de outros cursos e instituigoes.

Ao longo do Doutoramento em Design, temos
mantido um principio orientador: cada aluno
escreve uma tese; juntos, escrevemos um curso.
Esta perspectiva de longo prazo, colaborativa,
contributiva e cumulativa, é para nés essencial.

As edicbes Doctor Tiger anteriores abordaram
problemas praticos pela voz e experiéncia dos
nossos proprios estudantes — apresentagao, escrita,
gestdo do tempo — e sugestdes sobre como 0s
superaram. A pandemia, documentada no volume 4,
alterou este padréo: tinha-se tornado simplesmente
impossivel sequer emitir recomendagdes perante
uma experiéncia colectiva sem precedentes. Como
consequéncia, o Tiger 4 foi em grande medida
testemunhal e subjectivo.

0O retomar de um sentido de trabalho colectivo num
ambiente pds-pandémico permitiu-nos reconhecer
o patriménio cientifico do curso: a investigagdo em
design como um campo cientifico relativamente
recente, ainda receptivo a autodefinigdo ontoldgica;
a investigacdo em design como interface-chave

no didlogo e colaboragdo multidisciplinar;

a investigagdo em design como agente de
desenvolvimento, um antidoto para o dogma

e 0 determinismo, inclusive os seus proprios.

Doctor Tiger is an informal editorial front
associated with this PhD course. The content
is produced and managed by students of the
program, occasionally in collaboration with
colleagues from other courses and institutions.

Throughout the PhD in Design, we have stuck to
a core motto: each student is writing a thesis;
together, we are writing a course. This longterm
perspective, collaborative, contributive and
cumulative, is for us essential.

Prior volumes of Doctor Tiger addressed practical
issues our students themselves face - presenting,
writing, managing time - and tips on how they
have overcome them. The pandemic, documented
on volume 4, changed this pattern: it had simply
become irrelevant to even attempt to issue
recommendations in such an unprecedented
collective experience. Tiger 4 was largely
testimonial and subjective as a result.

Rebuilding a sense of collective endeavour

in a post-COVID environment enabled us to
acknowledge the course's scientific heritage:
Design research as a fairly recent scientific field,
still open to ontological self-definition; Design
research as a key interface in multi-disciplinary
dialogue and collaboration; Design research as an
agent of development, an antidote to dogma and
determinism, even their own.
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We realised the story of our course could be

told through a range of posters produced by
students in various scientific contexts: the national
science summit, promoted by the Ministry of
Science, Technology and Higher Education; the

UD conferences, organised within the scope

of the course; research symposia at the host
Universities and host research centre; and
individual submissions to national and international
conferences.

The posters attest to the vitality of the course's

first decade; they walk that fine line between

the expectations of a scientific poster, and the
premises of its own design. Hopefully some of the
posters included can work as intuitive templates for
better scientific communication in other fields.

The posters further reveal two core characteristics
of the course: multidisciplinarity, in projects that
intersect Design research with Medical studies,
Engineering, Anthropology, Literature, Gender
Studies and Sociology, among others; and the
course's international vocation, hereby represented
by authors from eight nationalities, out of the 20
nationalities represented in the course.

Demo-nos conta de que a histéria do nosso curso
podia ser contada através dos posters produzidos
por estudantes em varios contextos de comunicagao
cientifica: o Encontro Nacional com a Ciéncia e
Tecnologia, promovido pelo Ministério da Ciéncia,
Tecnologia e Ensino Superior; as conferéncias UD,
organizadas no ambito do curso; simpdsios de
investigagdo nas Universidades e no Centro de
Investigagdo que acolhem este programa doutoral; e
apresentagOes individuais em conferéncias nacionais
e internacionais.

Os posters confirmam a vitalidade da primeira década
do curso; caminham nessa linha ténue entre as
expectativas de um cartaz cientifico, e as premissas
da sua propria concepgao. Esperamos que alguns dos
posters incluidos possam funcionar como modelos
intuitivos para uma melhor comunicagao cientifica em
outros campos.

Os posters revelam ainda duas caracteristicas
nucleares do curso: a multidisciplinaridade, em
projectos que cruzam a investigagéo de Design com
a Medicina, Engenharia, Antropologia, Literatura,
Estudos de Género e Sociologia, entre outros; e a
vocagdo internacional do curso, aqui representada
por autores de oito nacionalidades, entre as 20
nacionalidades que o curso tem no seu curriculo.

Deve salientar-se que esta publicagdo ndo inclui
toda a produgdo de todos os estudantes do curso:
ndo nos foi possivel reunir a totalidade do espdlio,

0 que em si ndo retira qualquer mérito ao inventario
aqui reunido. Acresce que 0s posters representam
diferentes fases da investigagdo doutoral: alguns
foram produzidos em fases relativamente iniciais
de desenvolvimento, outros perto da sua concluséo.
Como tal, a diversidade que se apresenta também
revela uma amplitude de momentos de maturidade da
investigacao.

Na publicagéo, os actuais estudantes comentam
vérias formas de considerar, analisar e utilizar esta
colecgéo de posters como um recurso para projectos
de investigagéo. Este é, em Ultima andlise, o objectivo
da presente edigdo: ajudar e informar as vossas
proprias investigages. Esperamos que o faga, de
alguma forma.

Heitor Alvelos
Diretor de Curso, Ph.D Design, U.Porto

It must be pointed out that this publication does not
include the whole output from all course students;
we have been unable to gather the full output,
although it must be pointed out that in no instance
does this take away from the present inventory.

Furthermore, the posters represent different stages
of doctoral research: some were made at fairly
early stages of research development, others close
to project completion. As such, the diversity present
also reveals a range of moments of research
maturity.

Throughout the publication, current students

have commented on various ways of regarding,
analysing and using this collection of posters as
assets to one’s own research; and this is ultimately
the goal of the present edition: to help and inform
your own research. We hope it does, in some way.

Heitor Alvelos
Course Director, Ph.D Design, U.Porto
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B
ID+, Research Institute for Design, Media and

Culture, is in tune with the international trends

in research, with a diversity of ongoing projects

exploring traditional making practices and their
potential for sustainability and innovation in Design

research, practice and education. By attending
this Doctoral Programme in Design | have been
benefiting from a cooperative and multidisciplinary

network of researchers with areas of interest in
common with my research, which focuses on

tfg-potenti.al intersections betwee? architectural
Idgign, traditional ierustrEs,'and h;ritage crafts.
This document give?evideﬁ:e of the collaborative
spiE of the é)urse, vTﬁich aTs_o extengs to the

production of scientific posters.

DIANA VIEIRA DA SILVA

abrico e o seu potencial de sustentabilidade

>[0 |

o frequentar o Programa Doutoral em Design,
tenho beneficiado de uma rede cooperativa e

multidisciplinar de investigadores com areas de
interesse em comum com a minha investigagao,
que se foca nas possiveis intersecgdes entre o

design arquitectdnico, as industrias tradicionais e

0s antigos oficios. Este documento faz prova do
ambiente de cooperagdo do curso, que se reflete

também na producdo dos posters cientificos.

DIANA VIEIRA DA SILVA




ECOMUSEALIA: contributos dos media imersivos
para a literacia e comunicacgao da paisagem
cultural do Douro invernal

AUTORIA QUESTAO DE INVESTIGAGAO

Ana Moreno | PhD Design |a.moreno@ipca.pt .. . 3 . . . .
Faculdade de Belas Artes da Universidade do Porto Como podem os média imersivos contribuir paraa literacia e comunicacgao

ORIENTAGEO da paisagem cultural duriense, atribuindo-lhe significado acrescido?
P e Igualmente, como pode a revelacéo de narrativas locais contribuir pa
Universidade de Aveiro | Digimedia

Prof. Dr. Heitor Alvelos uma experiéncia mais envolvente e para a criagao de memadrias
Faculdade de Belas Artes da Universidade do Porto | ID+ . "
dialogantes desta regiao?

CONTEXTO

Na experiéncia enoturistica atual, no Douro, em percursos
pedestres, os contetidos sdoapenas factuais e descritivos,
denotando-se a auséncia de componentes narrativas
emocionais. Das trinta quintas questionadas, a maioria
disponibiliza a visita a vinha, metade dispéem de guia

e as restantes facultam mapas e audioguias informativos.

11% mapa + audioguia

6% com guia + mapa

6% mapa
OBJETIVOS

Contribuir para a visibilidade da regido do Douro como podlo

de atratividade cultural e turistica. Potenciar mutuamente

73% visita a vinha

o Design de Comunicagao e os média imersivos. Fomentar 27% sem visit
a literacia da paisagem cultural duriense, no inverno

i) revelando significados da paisagem, ii) potenciando

memorias dialogantes no momento in situ e para além deste,

iii) desenvolvendo experiéncias participativas da paisagem

Baixo Corgo

; Douro Superior
Cima Corgo

Parceria
CASADO ROMEZAL

© Vila Flor
Quintas do Douro incluidas no estudo

sabrosa Regido Demarcada do Douro - RDD

Alto Douro Vinhateiro (UNESCO) _ ADV

Rio Douro
Sta.Marta ¢
de Penaguido

S. Jod
da Pesqueira

. Freixode o
Vila Nova Espada a Cinta
de Foz Coa

Preservagao, literacia
e comunicacao da Paisagem Cultural
do Alto Douro Vinhateiro

Museologia Paisagem Cultural

METODOLOGIA
0 projeto de investigagao seguira o modelo de Design Centrado
Participagio da Modelos de Experiéncia aumentada no Utilizador: observagao, ideagao, protétipo, teste e evolugao,
comunidade e do publico Design de no espago natural e exterior num processo iterativo, centrado nas necessidades e
Comunicacéo da vinha motivagoes do usuario, em cocriagdo com o visitante e os
agentes locais, com foco na personalizacédo da experiéncia.

c J T . OUTPUTS
Design Centrado Meédia Imersivos ] gl 4
- 1) Modelo de design comunicacéo, suportado no inventario
no Utilizador
de atividades
Fluxos de envolvimento com enolurisico :
s iénci 3 1a e degustagao de vinhos.
foco no utilizador - 3 E :

2) Protétipos de médias imersivos, para dispositivo: <
com recurso a realidade aumentada, a implementarem gquintas
durienses

[MPORTO 8

.5 Fotografia da autoria de Rui Pires

ANA MORENO
Nelson Zagalo / Heitor Alvelos « 2023
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Employment of

Palestinian

Heritage Motifs in
Contemporary
Graphic Design Practice

Ph.D. IN DESIGN | BELAL HERBAWI | bilal.alherbawi@ptuk.edu.ps

Supervisory Team

Abhishek Chatterjee, ID+/DeCA/ Universidade de Aveiro

Heitor Alvelos (University of Porto, ID+)

This project will study the new connections and possibilities that traditional Palestinian
motifs possess, to engage in the graphic design of modern visual culture, specifically the
inscriptions of the traditional Palestinian dress, which is considered one of the symbols of

Palestinian identity.

1. To preserve and foster a sense of common
visual identity among Palestinians daily life.

2. Address the representation of traditional
Palestinian motifs integrated with modern graphic
design applications (Branding, Packaging, label
design,ect..).

3. Visualize traditional Palestinian motifs, generate
and test new ways and possibilities that
contemporary graphic design can offer to
heritage.

4. To preserve and disseminate a sense of
Palestine visual identity among Palestinians and
designers to affect public aesthetic orientation.

This study may answer the following research
question:

1. How can Graphic Design offer solutions to
preserve heritage?

2. How can Palestinian heritage motifs and symbols
be visually represented in contemporary graphic
design practice to facilitate cultural
communication?

3.What are the influences that affect the design
process of Palestinian graphic designers?

Heritage Preservation |Heritage Motifs| Graphic Design |Visual Culture |
Contemporary Visualisation | Traditional Palestinian Symbolism

= SHIER

In order to achieve a comprehensive understanding
and offer a solution to the research problem,
several methods have been developed based on
their textual interpretation, the most common of
which is interviewing and observation (Creswell, J.
W., & Poth, C. N. 2016). This research will also
adopt a Practice-based methodology based on
visual analysis, Interviews, and visual design, A
combination of qualitative and quantitative
methods will be used to analyze and interpret the
research results and check the research hypothesis.

R

A digital open access archive of documented motifs,
patterns, and symbols found in traditional
Palestinian embroidery.

A digital library includes copies of traditional
Palestinian symbols, patterns, and textures
developed from these symbols.

Offer new ideas and patterns in designing visual
identities of Palestinian historical cities and places.
A taxonomy of heritage motfis generated from
traditional for Palestinian dress (Thoub).

An archive of the prominent Palestinian heritage &
national symbols with a detailed description.
Present practical prototype for the signage design
of heritage places to facilitate getting information
about heritage and historical sites.

5 . SCIENCE AND
universidade UPE " meg
de aveiro OBRORTO)

BELAL HERBAWI
Abhishek Chatterjee / Heitor Alvelos « 2023
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Convergences between
contemporary

Design, Architecture practices
and Portuguese Traditional
Crafts: towards a practical
methodology

Diana Vieira da Silva (PhDDesign, University of Porto)

What aspects of the disciplines of Architecture
and Design might act to defend traditional crafts
and local production contexts?

The research project aims to map and document
emergent context-specific architecture and design
practices related to traditional local crafts and
industries during the last decade in Portugal.

It fosters possibilities for collaboration with creative
practitioners, craftsmen, and the local traditional
industries promoting their engagement in a new
framework for Architecture and Design for the
21st century.

traditional craft architecture

techniques design

traditional
industries

resources

design
human capital 8
N processes
material culture N
. " 5 heritage
intangible heritage -
identity
value network . .
co-creation/collaboration
multidisciplinarity

IO ... UpTECE:: fCt =i

® & Tomslagia

Supervisors

Nuno Valentim (University of Porto, CEAU)
Heitor Alvelos (University of Porto, ID+)
Julio Dolbeth (University of Porto, ID+/12DS)

Context

- The scale of the study is delimited geographically by
Northern Portugal NUTS IIl units, particularly, Cavado, Ave,
Tamega, and Sousa and the Metropolitan Area of Porto
(NUTS ).

Opportunities

- Among multiple studies that relate design with
technologies and traditional knowledge, this project
distinguishes itself by testing in the Portuguese context
the potential proposition of this relationship through
architectural spaces.

- Lack of previous studies that extensively examine how
architectural design can enable the material and immaterial
knowledge and revitalization of techniques and knowledge
linked to traditional Portuguese crafts.

Methodology

The methodol pursues a ph logical reading of
the Northern Portugal context, with an anthropological
component. The etnographic fieldwork is based on audio
visual records of products, techniques and production
locations; Non-participant observation; semi-structured
interviews through the snowballing method; definition of
selection criteria for a multiple case study; visual analysis.

Aims/Outcomes

- To contribute to support local productive contexts,
encouraging new sustainable value chains, and
strengthening micro-economies.

- To issue recommendations about good practices in the
valorization of traditional techniques.

- To develop a methodology for collaborative practice for
professionals from architecture, interior design, product
design, materials engineering, and crafts.

Contacts

Diana Vieira da Silva
(PhDDesign, University of Porto)
dianamanuela.vieira@gmail.com
instagram.com/futurecrafts org

This research project is supported by FCT - Fundagao para
a Ciéncia e a Tecnologia. (Grant ref. 2022.10170.BD)

DIANA VIEIRA DA SILVA

Nuno Valentim / Heitor Alvelos / Julio Dolbeth « 2023



AUTORIA ORIENTACAO

Fabio Luna Rui Vitorino dos Santos | FBAUP | ID+

Faculdade de Be s, Universidade do Porto (FBAUP) Emilia Dias da Costa | FBAUP
PhD D | fabiolunarte@gmail.com

infografia

- Contribuir para uma maior aproximagao
entre os recursos educativos e as formas

([ J P o : . -
expandidas de aprendizagem que as criangas

I a I ‘ a experienciam na contemporaneidade;
Promover a infografia didatica com enfoque
nos manuais escolares;

Co m O re C u rso Fomentar a multiliteracia da infografia
didatica em manuais escolares;

Contribuir para a concepgao de uma

ogo d ferramenta de analise de material infografico
p a ra a m u tl Ite raCIa no contexto do manual escolar portugués;
Cooperar para a reflexdo, o entendimento

e a disseminacdo do design de informagao
enquanto ciéncia e sua transversalidade em

Contributos nos manuais escolares de 22 Ciclo do Ensino Basico outros territérios.

As maltiplas linguagens do contexto social METODOLOGIA

contemporaneo, manifestadas de diversas As teorias pertinentes ao tema estdo a ser cotejadas

formas e suportes, estdo em evidéncia ao trabalho de campo com agrupamentos escolares
08 t o da cidade do Porto. As etapas exploratoria, analitica =

quanto a presenca emergente no contexto e descritiva da metodologia incluem: a) observagdo 64.2 5.8 miths

escolar. Dialoga-se sobre a importancia direta dos manuais escolares dentro de abordagem mu;c:“% de;anuz::‘:sl(l:::ss

de conexdo dessa cultura visual, qua‘ntltatlva; b) anqll;e graﬁc-aAantlco-comAp‘aratlva [rm—— Tibuna e Contas: et 6 201

. . de infografias analdgicas e digitais; e c) atividades
crescentemente complexa e vivenciada experimentais e entrevistas semiestruturadas, numa 2022-2023"

pelas criangas, aos artefatos educacionais. zcegzzictte':aqd”;l'r:::l‘jzlc:;‘o'i‘::sonagens Klcadeialo MODOS SIMBOLICOS | 22 CICLO DO ENSINO BASICO |

Nessa perspectiva, o projeto investiga 12,26% @ @
os contributos da infografia, enquanto REVISAO DE LITERATURA pryes

FUNDAMENTAGAO TEGRICA

2020-2021
950.864 — 1328 M€

no Ensino Basico para aquisiao de
v

2168 pginss 222 paginas

recurso multimodal nos manuais escolares
. 4,396 5i5rasovserces
portugueses, para o desenvolvimento now | [ ModoveRsat
da multiliteracia em criangas do EM: e
29 Ciclo do Ensino Basico. A eficacia EIASAEXFLOMATSRIA . )
= 20 2°CICLO - EB REPRESENTACOES ESQUEMATICAS POR DISCIPLINA
dessas representacoes esquematicas EsCOLAS A+

OUTPUTA 10,01%

3 = e [ ciéncias Naturais
de |nf_0rma~§oes didaticas, e de Sl‘!a . FERRANENTA A 13,08% 35,79% [ vistoria Geografia
aproximagao com as mensagens intermidias ARk NFOGRATA [
- . .. Portugué:
e estimulos multisensoriais fora da escola, =
encontra no design um contributo basilar 2 A T
530% mfa.uﬁ?’m{’u&mﬁmxﬂm

a construgao desta conexao. 2

WFOGRAFIAS ANALGGICAS

2°CICLO - EB
ESCOLAS A +8

QUESTAO TR

. - o . Design de Informagao; Infografia Didatica; Multiliteracia;
Partindo da hipotese de que a multiliteracia das g 5 g

criangas é mais eficaz quando o contexto educativo esta
interligado com o cotidiano delas, como aproximar as

representacoes infograficas dos manuais escolares do : 0 0 0 a amento em
atual repertorio multimodal dos estudantes? ; i Rorio);

Manuais Escolares; Ensino Basico

1D+ (Instituto de
UPTEC (Parqu

Os resultados vao compor: a) uma ferramenta de analise
para infografia didatica analogica e digital; e b) um guia de
boas praticas para a infografia no 22 Ciclo basico. Busca-
se despertar os atores envolvidos no ecossistema dos
manuais escolares para novos paradigmas linguisticos

e fazé-los perceber a relevancia do design como parte
fundamental da concretizacao deste designio.

RESULTADOS W@ KRR Sl e

OUTPUTB

FABIO LUNA
Rui Santos / Emilia Costa 2023
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STERHOOD

designing female relationships in mainstream animation media of the 21st century
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patterns and the characters’ namative

Can these representations influence the
audience's perceplions and expectations in the
recl world#
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0 DIAPASAO PERSPECTICO

Percepcao,
Conhecimento,

Qual a melhor forma de representar o campo visual? Responder a esta
pergunta requer uma compreensao profunda da historia da percepgéo e

representagdo visual, bem como uma leitura critica das imagens.
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Representacgao.

Resumo

Da janela de Alberti as webcams e smartphones de hoje,
como € que a representagao do campo visual nos
informa sobre o mundo e sobre nés mesmos? O que
mudou desde a clareza e ordem do classicismo ao ruido
e distorgdo da era digital?
Esta investigagao explora como a nossa compreensao do
real estd entrelagada com a histéria da percepcdo e
representagdo visual. Também aborda de que forma a
tecnologia condiciona a nossa visdo e interacgdo com o
mundo.
Por fim sera fornecida, na forma de um manual em banda
uma ia de trabalho il para
representar e manipular o campo visual através do
desenho, para artistas, ilustradores, arquitectos e de-
signers.

Objectivos

1. Explorar como a nossa compreensdo do mundo estd
profundamente entrelagada com a histéria da percepgéo e
representagao do campo visual.

2. Abordar a forma como a tecnologia condiciona a forma como
vemos e interagimos com o mundo.

3. Debater as limitagdes e potencialidades das diferentes
formas de representagao do campo visual.

4. Fornecer uma metodologia inovadora para a representagao e
manipulagéo do campo visual através do desenho.

Metodologia

A metodologia utilizada nesta investigagao é baseada numa
revisdo da literatura sobre a histéria da percepcdo e
representagéo do campo visual, nomeadamente a tratadistica
de diversas épocas, sobre 6ptica e perspectiva linear.
A investigagéo comega com um breve panorama da histéria da
percepgdo e da representagdo do campo visual, desde a era
classica até a era digital. Em seguida, discute como diferentes
tecnologias  influenciaram @ maneira como  vemos,
representamos e interagimos com o mundo.
Finalmente, ira realizar-se um manual didactico em banda
para repi e i o campo visual
através do desenho, para profissionais de diferentes
éreas.

Resultados

1. Uma vis&o historica da evolugédo da percepgéo e represen-
tagao do campo visual.

2. Uma andlise critica das limitagdes e potencialidades das
diferentes formas de representagéo do espaco.

3. Um manual em banda desenhada para representar e mani-
pular o campo visual através do desenho, para profissio-
nais de diferentes areas: design de produto, arquitectura,
artes plasticas, ilustracdo, banda desenhada e cinema de
animagao.

Legenda das Imagens

Da esq. para a dir. e de cima para baixo:

1- Leon Battista Alberti. llustragdo da obra “De Pictura”, de
Alberti (1435), na edigao de 1804. Dominio publico.

2- Paulus Moreelse. “Girl at the mirror”, 1632. Oleo s\ tela,
87x73 cm. Rijksmuseum, Amsterdam. Dominio puiblico.

3- Ben Bogart. “Retinal Image”, 2014.

L ] 4 i /3.0>5
BETRE BETRE A e PR, https:/iwww.tribegroup.co/hubfs/Blog%20Assets/00%20-%20All
%20Blog%20F /62020° 1 ite-beauti

ful-influencer-content-with-a-gopro.png
5 - Paginas do manual. Imagem do Autor.

Contactos

Marco Mendes: diariorasgado@gmail.com

(PhDDesign, University of Porto)

Portfolio digital disponivel em: diariorasgado.blogspot.com
Investigagéo realizada com apoio financeiro da Fundagéo para
a Ciéncia e a Tecnologia. Referéncia da bolsa: 2021.06042.BD.

Orientagao

Graga Magalhdes (UA, ID+).
Mario Moura (FBAUP, I2ADS)

Fundaghn
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MARCO MENDES
Gragca Magalhdes / Mario Moura « 2023
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A HISTORIA INCOMPLETA DO DESIGN PORTUGUES:
CONTRIBUTOS PARA A INSCRICAO DA DESIGNER HELENA CARDOSO

Equipa de orientacao:
Prof. Luis Mendonga, Faculdade de Belas Artes da Universidade do Porto.
Prof. Susana Barreto, Faculdade de Belas Artes da Universidade do Porto.

Autor
Maria Bruno Néo, PhD em Design, Faculdade de Belas Artes da Universidade do Porto.
mariabrunoneo@gmail.com

i
: 8
Na constatagcéo da auséncia de diversos registos de narrativas multiplas na
Histéria do Design Portugués, pretende-se contribuir através da inscricdo
dos contributos da designer Helena Cardoso.
A presente investigacdo tem como finalidade contribuir para o registo das
narrativas da Histéria do design Portugués através do-reconhecimento de
uma memoria colectiva necessaria para o conhecimento cultural nacional.
Destingue-se assim, a vida e obra da designer Helena Cardoso, de forma
a valorizar conceitos como design social e o design sustentavel quando
estes termos ainda ndo eram populares e ainda valorizar o papel do design
enguanto estratégia para uma comunidade.
Propde-se ainda fazer uma descrigao cronologica da experiéncia profissional
para demonstrar métodos e procedimentos aplicados durante o seu percurso
de vida e ainda as areas de atuacao inseridas no campo do design.

Objectivos Metodologia

Este trabalho visa contribuir para o Para uma melhor compreensao
colmatar da auséncia das narrativas do objeto de estudo, utilizou-se a
existentes no campo do Design observagao participante, a observacéo
Portugués, e que permite tornar publico nao participante, a selec¢do do caso
um percurso individual e pioneiro através de estudo da designer Helena Cardoso

de uma publicagéo para o publico geral.
Pretende ainda partilhar este testemunho
com investigadores que demonstrem
interesse em dar continuidade a esta

investigacao.

com estorias de vida, entrevistas semi
estruturadas, snowbowling, como
ferramentas essenciais e etnogréficas
para dar respostas as questoes propostas
na investigacao.

PROCESSO/
3 FERRAMENTA -
ESTRATEGIA MATERIAIS TIPICOS
SEMIOTICA DE UMA GEOGRAFIA
MEMORIA

TRADICAO

Mapa mental agregador de conceitos relevantes para a investigagao (magem da autora).
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IDENTIDADE

EMANCIPACAO
DA MULHER

o

DEsion HEDIA

‘ DESIGN

universidade
de aveiro

Ima
-R

\gens de cima para bal
e

etrato de Heler

ora o fig
erigrafista, desigy

otografia de Casa do design, 11/2022.

scEncemnD

TECINGLOSY pARK C
SEUMNERSITY A
SEPORTD == .

MARIA BRUNO NEO
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Dinamicas entre
Design e Oficios
Tradicionais

Portugueses:

um modelo curricular
colaborativo para o Ensino
Superior de Design. O estudo
de caso dos Bordados do
Norte de Portugal.

MIRIAM R. ZANINI

PhDDesign | Universidade do Porto | ID+ | up201902597@fba.up.pt
Equipa de orientacao:

Heitor Alvelos, Universidade do Porto, ID+

Jorge Pereira, Instituto Politécnico do Cavado e Ave, ID+

QUESTAO DE INVESTIGACAO

COMO CONTRIBUIR PARA A CRIAGAO DE
COMPETENCIAS FORMATIVAS NO ENSINO SUPERIOR
DE DESIGN COM RAIZES CULTURAIS ANCESTRAIS DOS
OFICIOS TRADICIONAIS PORTUGUESES?

UNIVERSO DE ESTUDO

O territ er investigado é o Litoral Norte de Portugal,

entre o Douro e nho, uma das regiées mais ricas em bordados
populares na Europa. Distritos de Viana do Castelo, Braga e Porto e os
bordados certificados de cada um deles.

5. Bordado daTerra de Sousa 6.

Fotos: 1. vilanovaonline.pt | 2. do autor | 3. Caderno Especificacbes d@ Bordado de Guinjagées | 4. Fios Formas e Memorias dos Tecidos, Ret s e Bordados, IEFP | 5. Caderno Especificacdes do Bordado de Viana do Castelo | 6. jornal-renovacéo.pt

PALAVRAS-CHAVE

DESIGN E OFiCIOS TRADICIONAIS PORTUGUESES; ENSINO SUPERIOR DE DESIGN;
IDENTIDADE E TERRITORIO; GENERO E SABERES TRADICIONAIS; INOVACAO.

OBJETIVOS

. Contribuir para melhorar curriculos de Design, com base nos
Oficios Tradicionais Portugueses;

Fortalecer os Oficios Tradicionais Portugueses no seu potencial
econdmico e relevancia cultural e territorial;

Potencializar modelos profissionais inovadores hibridos entre
designers e artesdos;

. Contribuir, a longo prazo, para uma identidade do Design
portugués com raizes culturais ancestrais.

A investigacdo esta alinhada com os Objetivos de
Desenvolvimento Sustentavel da ONU:

T INSTITUTO
D+ RESEARCH o
NSTITUTE FoR [WPORTO o dade POLITECNICO e Fundagao
DESIGN, MEDIA v FACULDADE DE BELAS ARTES : DO CAVADO paxa a Cidncia
AND DVI.EI'E .’ UNIVERSIDADE DO PORTO de aveiro EDOAVE — ¢ 8 Tecnologia

Doctoral Program
in Design
UP|UAIID+

MIRIAM R. ZANINI
Heitor Alvelos / Jorge Pereira « 2023



RECUPERAR E RE-INTERPRETAR
O UNIVERSO DA TIPOGRAFIA
COM CARACTERES MOVEIS

Aplicabilidade no contexto do ensino superior em design.

A PARTIR DA PRATICA OFICINAL DE
QUE MODOS PODERA A TIPOGRA-
FIA COM CARATERES MOVEIS
CONTRIBUIR HOJE PARA O ENSINO
DA DISCIPLINA DO DESIGN?

Estabelecendo a relagdo entre a técni-
ca (Tipografia tradicional - Letterpress)
e o ensino actual da disciplina de
Design, procura-se explorar e refletir
sobre a produc&o grafica, o uso dos
caracteres moveis na atualidade e a
valorizacdo das metodologias de
ensino com base no saber fazer.

Assente na premissa histérica da evo-
lucdo da disciplina do Design, fazen-
do uma resenha da evolugao técnica,
que vai desde o fim da atividade do
tipégrafo compositor até ao designer
actual. Considera-se fundamental a
criagcdo de novas ferramentas no con-
texto oficinal da tipografia com cara-
teres mdveis no actual enquadramen-
to de utilizagdo, que virdo a ser ele-
mentos facilitadores para o uso dos ma-
teriais de forma mais rapida e intuitiva.

AUTORIA: Sofia Meira
sofiagmeira@gmail.com

EQUIPA DE ORIENTACAO:
Prof. Dr. Pedro Amado,
Faculdade de Belas Artes da
Universidade do Porto.

Prof. Dr. Riben Dias,
Escola Superior de Artes e
Design, Matosinhos.

METODOLOGIA Utilizando como
base o processo oficinal, com orienta-
cao total ou parcial dos técnicos e dos
materiais da oficina, bem como o re-
curso a um processo tradicional ou
hibrido, pretende-se fazer a andlise
dos resultados obtidos, de uma forma
holistica, a partir de varios casos de
estudo: implementacao de uma ofici-
na de tipografia com carateres méveis
no actual enquadramento de ensino
superior, (oficina de tipografia da
ESAD Matosinhos); O projeto Hands-
-on Type, entre outras actividades em
grupos de participantes, contexto
académico (dos quais estudantes vo-
luntéros do ensino superior).

Serd feita a analise dos resultados,
bem como da experiéncia de utiliza-
¢do dos participantes através da anali-
se documental, observacao (partici-
pante) e realizacdo de entrevistas com
a devida andlise qualitativa.

Espera-se que, o contributo seja uma
metodologia replicével, desta aborda-
gem para a pratica profissional.

3 10" Research P . . SCIENCE AND
DESION, MEDIA I ORTO universidade TECHNOLOGY PARK Fundaca
| A FACULDADE DE BELAS ARTES > OF UNIVERSITY A tanci.
e UNIVERSIDADE DO PORTO de aveiro OF PORTO paza a C)fﬂqa
o a Tecnologia
=

Fig. 1 Workshop “Processos de produgao grafica em vias de
extinggo”, CAPC-Circulo de Artes Plasticas de Coimbra, em colabo-
ragdo com: Joana Monteiro, Paul Hardman (Clube dos Tipos) | 2014.

Fig. 2 Prelo de provas, maquina habitualmente com uma cama no
plano horizontal, utilizada para obter provas de impresséo.

|

|
i =
Fig.4 Workshop - Alan Kitching, Hands—on Type, Aprender apartir
do patriménio Tipografico, 2021, ESAD Matosinhos.
handsontype.esad.pt

Fig.5 Imagem divulgacao de workshops, composicao tipografica.

SOFIA MEIRA

Pedro Amado / Ruben Dias « 2023



Design is ubiquitous, present in so many of our

creative endeavors. The collection of posters

presented here shows the diversity of research
themes that intersect design with other areas,
exploring its role and responsibility in creating an
improved reality.

The growing number of projects dedicated to
understand, discuss and cement the role of
historically underrepresented groups in design and
adjacent creative areas shows that the researchers
comprehend how design can be vital in fostering

critical thinking around representation and how it ’ 5
can help resolve historical imbalances. N : b

GABRIELA SA

e :

0 design é ubiquo, presente em tantas das
nossas atividades criativas. A colecwq
posters aqui apresentada revela a diversidade de

temas de investigacéo que intersectam o design

0 aumento do ndmero de projetos de

e outras areas artisticas e do conhecimento,

explorando desta forma o seu papel e

responsabilidade em potenciar a criagdo de uma

realidade melhor.

doutoramento dedicados ao entendi-mento,
discusséo e consolidagéo do papel de |

grupos sub-representados, no designT

e em dreas adjacentes, mostra que 0s
investigadores reconhecem a fungéolvital

do design na provocagéo do pensame.nto
critico sobre questdes de representa{:éo e da
responsabilidade do design (e dos designers)
de retificar desequilibrios histdricos através da

prética informada. }

GABRIELA SA
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PhD Design,
Department of
Communication and Art,
University of Aveiro
Research Centre for
Design, Media and
Culture (ID+)
abmarques@ua.pt

Supervision:
Vasco Branco

Rui Costa

Department of
Communication and Art,
University of Aveiro
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Keywords
Augmented Reality,
Data Visualization,
Design OBS, Design,
Design Companies.

1] Design OBS - Tawards a Design Observatary:
models, instruments, representations and
sirategies [hipsi//designobs pu/l

2] https:/fweaw budinfo.comfen-gbfour-product
s/data/national/sabi

3] http://wwnw belasartes.ulisboa.pt/rede03/

Baradaran Rahimi, F., Lewy, R. M., & Boyd, J. £
120211, Hybrid Space: An Emerging Opportunity
That Alternative Reality Technologies Offer to

the Museums. Space and Culture, 24/1), 83-96

hitps/doi org/10.1177/1206331218793065
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PORTUGAL

Figure 1. Floating Companies app
test running with area target
(Vuforia) of D+ antechamber
[Department of Communication
and Art DeCAJ,

University of Aveiro).

Figure 2. Screen capture of
Floating Companies development
in Unity editor. Area target of

1D+ antechamber.

FLOATING COMPANIES

Figure 4. Screen capture of
Floating Companies development
in Unity editor - horizontal view.
Area target of the projection
room at the gallery of the

Faculty of Fine arts of the

University of Lisbon (FBAUL).

Figure 3. Screen capture of Floating
Companies development in Unity
editor - vertical view.

Area target of the projection room at
the gallery of the Faculty of Fine arts
of the University of Lisbon (FBAUL).

Figure 5. Mobile device screen
capture of Floating Companies
app at FBAUL.

AUGMENTED REALITY APP

Hybrid space borrows the power of information to empower the physical space
around us using technologies such as augmented reality, virtual reality and
augmented virtuality. Baradaran Rahimi et al., 2021

The development of an augmented narrative, ie. a
narrative visualization using augmented reality, for
exhibitions and public communications of the Design
0BS Project’ was the fourth phase of the doctoral thesis
entitled Augmented narrative: contributions of digital
technologies for information design.

This research phase involved the construction ‘ab initio’
(from data collection and analysis) of information
artefacts about aspects of the Portuguese Design,
where the potential of Augmented Reality technologies
is considered an added value.

Floating Companies (FLOC) is the prototype of an
augmented reality application for mobile devices that
enables to visualize data relating to design companies in
Portugal collected within the scope of Design Obs
Project. FLOC represents information about the set of
design companies in Portugal (CAE 74100) registered
under the SABI database (Bureau Van Dijk, Moody's
Analytics Company)?in 2019. In the application, each
company in this sample corresponds to a sphere, whose
color and diameter reflect its size - dark blue spheres
are micro companies with no employees; red spheres

D m&"i ¥ o [IPORTO

are micro companies (1-9 employees); light blue
spheres are small companies (10-49 employees); pink
spheres are medium companies (50-249 employees),
and white spheres are big companies (250 or more
employees). Its positioning in space allows to have an
approximate idea of the distribution of the sample
throughout the Portuguese territory, but also of its
relative performance (the vertical position of each
company is an indicator of its profit per employee).

In the development iteration hereby presented, there is
still no narrative sequence based on data, but rather an
exploration of ways of representing data in the hybrid
space, ie. the space resulting from the combination
between the real environment and the virtual
environment. In information design, augmented reality
has been mostly used in situations where it is necessary
to convey information about the real setting (e.g.
historical sites). With FLOC we aim to explore the
potential of using augmented reality in data
visualization, specifically in the cases where there is no
semantic relationship between data and the real
environment. FLOC integrated the Design OBS travelling

IPCA = FCT.

o entecs

. P3620

exhibition “Observatério do Design em Portugal -
Situacao” in december 2021 at the Faculty of Fine arts of
the University of Lisbon (FBAULJ®.
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A partir do Porto, a Arvore - Cooperativa de Atividades Artisticas mantém, desde 1963,
um programa regular, plural e sintonizado com a actualidade’, protagonizado por vérias
geragoes de agentes ativos nas esferas da vida publica e politica, da cultura, das artes, da
literatura, da arquitetura e do design. E extenso, por isso, o seu curriculo de exposigdes,
palestras, coléquios, lancamentos editoriais e outros eventos, cursos, oficinas, ateliers e
formagdes promovidos pela Cooperativa, organizados (ou anunciadas) por outras entidades
nos seus espagos. Assim, a instituigdo reuniu, a par dos acervos de arte, outros de diverso
material gréfico, que se constituem como registos tangiveis do esforgo de concepgéo e de
comunicac&o de iniciativas para envolvimento e desenvolvimento dos publicos.

No entanto, verificou-se o problema do desconhecimento do acervo gréfico da Cooperativa.
Dada a inexisténcia de um estudo focado na produgéo gréfica desta instituigao, iniciou-se
a colaboragéo entre a Arvore e a Universidade de Aveiro (UA) que privilegia a drea cientifica
do Design, a histéria do design portugués e em Portugal. Partindo de metodologias que
privilegiam o contacto directo com os objectos, este projeto de investigagao incide sobre a
colecgéo de cartazes (adquirida, em 2019, pela Associagao de Colecgdes Berardo - AdCB).
Tem como objectivos de preservar e devolver um registo digital e consultavel pelo pablico
deste patriménio a Cooperativa, propor, sobre 0 mesmo, uma leitura interpretativa mediada
pelo design e da-lo a conhecer por uma exposigéo com catalogo

Pelacontagem daAdCB, da coleccdo constam 6442 exemplares. Apds inspecgao visual para
separagao de duplicados, foi transportado, até a UA, um conjunto de 3756 cartazes, para
digitalizar e catalogar. Este poster apresenta dados e contagens realizadas a partir da base
de dados criada para o efeito . Durante a tarefa, detectaram-se 144
pegas repetidas, que serdo, numa préxima fase, desconsideradas no estudo. Pelos cartazes
datados (3016 / 740 “s.d."), a colecgdo abrange o periodo cronoldgico compreendido entre
1962 (curiosamente, um ano antes da fundagéo da Arvore) e 2018, ano anterior & compra.

Encontraram-se 316 referéncias a empresas graficas (nacionais e internacionais)?. Estas
entidades estao distribuidas por 126 locais, entre Portugal e outros paises da Europa, Asia
e Américas do Norte e do Sul®. As tiragens minima e maxima encontradas na colecgdo
séo de 10 e 60 000 exemplares, respectivamente. Quanto a produgéo das pegas foram
detectadas 11 técnicas, por exemplo a tipografia mével, a serigrafia, a impresséo digital
e offset, entre outras?. Estas foram aplicadas sobre, pelo menos, 19 suportes, sobretudo
tipos reconheciveis de papel e cartolina (também em tecido), com 13 acabamentos.

Os cartazes apresentam 1046 emissores (nacionais e internacionais) identificados2. Note-
-se também que, embora um mesmo cartaz possa apresentar co-emissores, para efeitos
de catalogagdo, foi considerado aquele que, hierarquicamente, assumia maior relevancia
(visual/institucional). Dos cartazes em andlise, 471 foram emitiros pela Cooperativa e
em outros 196 percebe-se uma relagdo com a instituigdo (pelo texto ou marca gréafica)
Reconheceram-se também 25 linguas, com exemplos em que se combinam até 8 idiomas.

Por outro lado, elencaram-se 484 referéncias a diferentes autorias singulares e colectivas
(nacionais/internacionais)? ligadas ao design dos cartazes. Destes autores, alguns séo
reconhecidas pelo desempenho da sua actividade profissional (design, arquitectura, artes
pldsticas), nomeadamente no contexto nacional portugués. Registaram-se cartazes em
4 categorias de formato (rectangular, circular, quadrado, ‘outros’), com predominancia do
rectangulo, embora com significativas variagdes nas proporgdes no dmbito da colecgdo. Das
4 orientagdes possiveis dos cartazes, sobressai o da colocagao “ao alto” sobre a colocagdo
“ao baixo’, havendo, no entanto, pegas que provocam a afixagao tanto “ao alto’ como ao
‘a0 baixo’, ou ainda, na diagonal. A diferenca aferida entre as alturas e larguras maximas e
minimas revela também grande variedade entre as dimensdes dos objectos graficos.

Embora esta seja uma colecgéo de cartazes, na catalogagao foramidentificadas 5 tipologias
de cartazes e outras 5 de objectos graficos, que serdo posteriormente separados e/ou
desconsiderados. Pela énfase dada ao seu discurso, os exemplares foram catalogados
em 3 categorias: cultural (3 465), politico (163) e comercial (128). Na categorizagao por
assunto, individualizaram-se 46 tipologias de tematicas e 31 de “eventos”.

Concluida a catalogagédo e o mapeamento visual dos cartazes, fica preparado o terreno para
o desenvolvimento das hipéteses de investigagao e do proposto discurso hermenéutico.
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COOPERATIVA
ARVORE: DADOS
AFERIDOS SOBRE
A COLECGCAO DE
CARTAZES

1962 — 2018 ... 3016/ 740

PERIODO CRONOLOGICO CARTAZES DATADOS E "S.D”

l

3% 144

CARTAZES SEPARADOS,
CATALOGADOS E DIGITALIZADOS

1

316

IMPRESSORES

|

126

LOCAIS / PAISES
PORTUGAL: 72
ESPANHA: 11
ITALIA: 10
FRANGA: 9
ALEMANHA: 2
A. SAUDITA: 1
BELGICA: 2
BRASIL: 2
BULGARIA: 1
COLOMBIA: 1
DINAMARCA: 2
FINLANDIA: 1
MARROCOS: 1
MOGAMBIQUE: 1
NORUEGA: 1
REINO UNIDO: 2
SERVIA: 1
SUECIA: 1
SUIGA: 2
TURQUIA: 1
USA:2

l
10 /60 000

TIRAGENS MIN. / MAX

l
M

TECNICAS DE PRODUGAO

l
19

SUPORTES

13

ACABAMENTOS

1046

EMISSORES

l

471

CARTAZES DA ARVORE

l
196

RELACIONADOS ARVORE

l
25

LINGUAS IDENTIFICADAS
ALEMAO
ARABE
AUSTRIACO
BOSNIO
BULGARO
CASTELHANO
CATALAO
CHINES
COREANO
DINAMARQUES
FINLANDES
FRANCES
GREGO
HOLANDES
INDI

INGLES
ITALIANO
JAPONES
LATIM
NORUEGUES
POLACO
PORTUGUES
RUSSO
SUECO
TURCO

1

484 545 3

AUTORES (DESIGN) TIPOLOGIAS DE CARTAZ E CATEGORIAS (CARTAZES)
OUTROS OBJECTOS GRAFICOS CULTURAL: 3 465
l POLITICO: 163
J. COMERCIAL: 128
4 46 1
FORMATOS (CARTAZES) ASSUNTOS*
RECTANGULAR: 3 683 TIPOLOGIAS “TEMATICAS" 31
CIRCULAR: 1 ASSUNTOS*

QUADRADO: 64
OUTROS: 8

TIPOLOGIAS DE "EVENTO"

|
4

ORIENTAGOES (CARTAZES)
A0 ALTO: 3441

A0 BAIX0: 299

AO ALTO/AO BAIXO: 10
DIAGONAL: 6

|
139 cm
100,3 cm

ALTURA MIN. / MAX

14,6 cm
100,1 cm

LARGURA MIN. / MAX
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This investigation objective is to propose an analysis on cartography
for the complexity of contemporary landscapes in maritime horizons.
As we approach the concept of landscape as a trigger to observe, as
an image of subjectivities in the relationship between man-territory,
as a support and matter for existence and as an emotional, biological,
political and symbolic place, we intend to develop a support analysis
with the further objective of organizing a series of cartographies for
the biogeographic landscape of ilhavo, a municipality culturally and
historically connected to maritime activities.

grupo de investgacdo

oIKoS
Design for Ecosystemic Spaces

Through perception and knowledge of the territory, its history

and its transformations, connecting local and academic
community and establishing the image creation project as a
cooperative and participatory field the main objective of this
research is the development of collaborative maps while
perceiving the designer role as a mediator of experiences,
information and images in order to build a multidisciplinary
horizon as a form of expression.

This project aims to create a bridge of exchange not only
between members of the academic community but also
between the university and the local population. Sharing the
same territory, it is expected that its representation can open
a channel of knowledge exchange in between groups, in a
sense that they can both benefit from a shared existential
construction of information.

For that, we propose a methodology based on incursions in the
focus territory, gathering of maps and cartographies of the region
in the local archive - Centro de Documentacéo de ilhavo (CDI),
interviews with residents, promotion of workshops, talks with
associations, as well as collaborative meetings with the scientific
community of the University of Aveiro.

Fundagio
FCT = g
eaTecnologia =

Analyze the role of the cartographic project as a
methodology for implementing Design that values the
territory. Subsequently, from the case implemented for the
Municipality of ilhavo, the project intends to plan a research
model that can be replicated in different national, academic
and community contexts.

Approach the discipline of drawing as a transversal tool
for representation. Trace new meanings that simultaneously
contributeandbuilddialoguesaboutgeographical, biological,
political, cultural and conceptual dimensions of the territory
we in habitat.
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FURNITURE DESIGN AS A MODULAR AND
FLEXIBLE FEATURE FOR NEW SCENARIOS
OF COLLABORATIVE WORK

Figure 1 . Representative map
of 3 types of spaces proposed
for work scenarios.

Source: Rita Cruz
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Figure 2 . Representative layout of
a collaborative work scenario based
on & hybrid work model,

Source: Rita Cruz
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This work s financed by national funds through the FCT -
Fundagao para a Ciéncia e a Tecnologia, LP. under the
scope of the project SFRH/BD/146306/2019.

This research intends to recognize furniture design as a modular and flexible
feature, that contributes to the creation of atmospheres compatible with the
current lifestyles and new forms of hybrid work. It is intended here to present
the framework of the design process of the project which has the objective to
create furniture systems to sustain sceneries of collaborative working.

In the last Meeting with Science and Technology 2021, the global framework
of this research was presented, which has as a case study the Design
Factory Aveiro and the realization of furniture prototypes in partnership with
GUIALMI (Empresa de moOveis metélicos S.A.), that strengthens the
approach of scientific research with portuguese industry.

The lifestyle changed and the evolution of mobile
technology made it possible to introduce new nomadic
ways of working. The future of work lies in a hybrid
model between remote and on site work. Covid-19
accelerated the change to more hybrid and flexible work
models, so going to the office will be a more rare and
prized experience (Gillen, 2019). The workplace
requires new working concepts that are more
collaborative and versatile to improve and facilitate
moments of interaction, sharing and socialization.

Whereas hybrid work models are more collaborative
and flexible, 3 types of work scenarios are considered
here: interaction/public, solitary/private and
temporary/passage. The spaces of interaction are
related to more collective activities of collaboration and
socialization, the solitary spaces with singular activities
of greater individual focus and concentration, and the
temporary spaces with both types of activities. These 3
types of proposed spaces aim to create a scenery for a
better perception of the activities and types of most

frequent use associated with permanence in the space.
It asks the need for intervention, in order to design
modular and flexible furniture that supports the effective
needs of each employee in the workplace.

Since the new ways of working will be more hybrid,
focus on the idea of a team, joining the community and
promoting collaboration and wellbeing, as a proposal, a
flexible, modular and versatile furniture system is
designed. It allows to easily create and quickly diverse
configurations that meet different purposes in the
workplace. In addition to the modularity of the furniture,
the relevance of the materials and its choice is essential
to ensure a proper level of acoustics, comfort and
well-being, which are fundamental for the relationship
and experience of users. The proposed solutions must
also be in line with circular economy and sustainable
production standards, not only through the choice of
materials, but also in their profitability, such as the ease
of disassembly and reduction in its size for packaging
and transportation.
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construction of memory, and the literacy of history.
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ergonomicfaspects of reading. Infographics, for
instance, represent a hybrid and multimodal visual

system by making connections between texts,

images, illustrations, diagrams, and maps, which
enhances the understanding of information from
a variety of perspecti;/es, -including procedural,
quantitative, spatial, factual, chronological, and
descriE:tive. In order to avoid ambiguities, some
projects use schematic reprﬁntations to explain
methodologigél approac}esdand the synthesis

of conceptgand proz:-&e;._,&s iS'\‘Ni’[h graphic

summaries, the ease of gaining an overview of

the investigation can also entail unexpected but !
or the readers-.'
T T F

positive impacts f
‘, I.‘ ‘..--
'FABIO LUNA

AFE pr

- a5

wad

SlDOsitivamente

No conjunto dos pdsteres desta publicagao,

em sua diversidade de temas, abordaaens e
compos_i(;c”)es, perce[)e-s—e,além da pr;ocupa(;éo
com os aspectos hierarquicos e ergoEf)micos

de leitura, o emprego de diversos rec-ursos da
linguagem gréfica, sejam eles verbai-s, pictoricos
ou esquematicos. A infografia repre;enta bem ‘_
esse sistema hibrido e multimodal_z;) conectar‘
textos, imagens, ilustragdes, diagraaas e -
mapas, potencializando a compreerTééo de

informagdo procedimenta,‘quantitz;iva,

espacial, factual, cronoldgica ou de_scritiva. De

forma a evitar ambiguidades, algur:projetos

deste doutoramento utilizaram repE:sentagées

esquematicas para descrever perc?sos

metodoldgicos, sintese de cont_:eito_s e d_g b

processos. Assim cg_rnarm reium__os graficos,

além de facilitar a visdo geral da investigacéo,

isso pode impactar e surpreender o Ieitorl

- -

- ~FABIOLUNA

%mg‘?’ |



56

DESIGN PARA

RESILIENCIA

Viabilizacdo de cenarios de auto-determinacao,
auto-valorizacdo e auto-sustentacdo junto de
praticas artesanais contemporaneas em Portugal

Adriana Patricia Fernandes
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Estainvestigacdo promove processos colabora-
tivos que aproximem designers e artesdos num
cenario de partilha de conhecimentos para a
criacdo de produtos e servicos sustentdveis.

CONTEXTO

Em Portugal existem atualmente 2921 Unidades Produ-
tivas Artesanais no Registro Nacional do Artesanato
(CEARTE, 2020), e poucas politicas publicas de incenti-
vo, coordenadas principalmente pelo CEARTE e pelo
IEFP através do Programa de Promocdo das Artes e Ofi-
cios (Cascais 2014).

PROBLEMA

0 tema da aproximacdo entre design e artesanato é re-
corrente, entretanto, a maioria das acdes resulta em ex-
periéncias efémeras, que acabam por ndo revelarem
muita eficacia na ressignificacdo das técnicas envolvi-
das ou dos territérios que as acolhem, como descrevem
varios autores (Albino 2017, 2013, Borges 2012).

Objetivos

= Melhorar a competitividade do artesana-
to contemporaneo portugués;

— Contribuir para a melhoria dos processos
de desenvolvimento de produtos e novas
oportunidades de mercado;

- Favorecer melhorias sistémicas nos pro-
cessos de concecdo e fabrico do artesana-
to, de gestdo da marca e marketing;

- Incentivar a formacdo de redes e parce-
rias, através de processos de colaboracdo
mutua, com beneficios para designers e
artesdos;

= Potenciar a criatividade, a qualidade e a
imagem do artesanato contemporidneo
portugués;

= Construir de forma colaborativa um novo
olhar sobre a pratica artesanal, sob a lente
do design e da inovacdo.

foco na realizacdo de atividades colaborati-
vas °® visdo emancipadora °® processo ndo
linear e totalmente centrado nos utilizado-
res * experimentacdes, andlise de feedbacks
e melhorias iterativas ®* métodos de design
thinking °* abordagem estratégica do
desig S) todologia double diamond

Pesquisa ex- |  Pesquisa Proposta me- Outputs [r—
loratoria | avesdo toZolégica i i,
p design Orientadora_ Claudia Albino, DECA - Universidade de Aveiro

Co-orientador_Julio Dolbeth, FBAUP - Universidade do Porto

DESAFIO RESULTADO
ESTADO GERAL: NOVA REALIDADE: Agradecimentos
Resultados eféme- Mudanca! Rela- j i ambi de D Design da FBAUP (Fa-
ros, risco de desa- ¢Bes duradouras, culdade de Belas Artes da Universi do Porto) e da Universit de Aveiro, aco-
parecimento das cendrio resiliente hido pelo ID + (Instituto de Investigacio em Design, Media e Cultura), com apoio da

técnicas UPTEC (Parque de Ciéncia e Te doPorto) e do CEARTE (Cen-
tro de formacdo profissional para o artesanato e patriménio. Investigacdo realizada
com apoio financeiro da Fundacgo para a Ciéncia e a Tecnologia (FCT), ref. DFA/B-
PESQUISA / SINTESE CONCEPTUAGAO / PROTOTIPAGEM D/4843/2020.

OBSERVAGAO | EMPATIA | INTERPRETAGAO  APRENDIZAGEM | CONCEGAO | VALIDAGAO

. : SCIENCE AND - Fundagio Centro de Formagdo
o UPTECHS~ Dz= FCTES: ) Nz
de aveiro OF PORTO e ¢ aTecnologia Artesanato e Patriménio

ADRIANA PATRICIA FERNANDES
Claudia Albino / Julio Dolbeth « 2021




“os LUSIADAS”

- AUGMENTED EXPERIENCE

VELHO do RESTELO as a prism for
CONTEMPORARY READING
f the PORTUGUESE EPIC NOVEL.

Contextualizatio

This poster presents a part of the thesis about exploring how to
enrich the presentation of masterpieces of bygone eras by
introducing new technology and modern design strategies like
experience design, and this way transfer their timeless values,
ideas and priceless beauty into involving experiences  for

generations of today and tomorrow.

The approach presented here concerns contextualizing the
portrayal of the historical events described in the book with the
help of new technology, which, at the same time, works as

a trigger for interest of young society

As a starting point we take Velho do Restelo, a character from
a Portuguese epic novel “Os Lusiadas” by Luis Vaz de Camaes,
who has an opposite view of the glorified XV century expedition
for discovery of India. During the years he has been associated in
the Portuguese culture with pessimism and fear, but in the light of
today's decolonization movements his figure takes on a different

dimension.

Today many times history is being questioned, and, as a response,
many statues are being taken down. In this project we propose,
instead, to respond to them with the new technology, and by the
use of AR add another layer of reality - introduce a new digital
statue, that shows another perspective, another narrative to th

historical events, this way revealing the fuller picture

Objectives

Develop an AR device that places
a virtual monument of the Velho
do Restelo in contraposition to
the Padrio dos Descobrimentos
in Lisbo

Adopt design strategies, like experience, seductive, emotion
design. branding and marketing approaches, destined to offer to
users meanings and values rather than mere product, handed in

an aesthetic form

—+

together with new technology

create a representation that:

- shows described events in the contemporary light TURAL HERITAGE

_ positions the book as stillrelevant today, as a literary heritage L
with timeless values and full of richness to be explored
makes people look deeper into its meaning
presents it in a way that would seem exciting
is immersive and encourages people to reach out for the

original book

DESIGN

Experience Design

aleksandra_kosztyla@wp.pl

PhD Design. Facul
Supervisor: Prof. Dr.

de Belas Artes, Univers do Porto
eitor Alvelos, Universidade do Porto

TECHNOLOGY

Augmented Reality

Co-supervisor: Prof. Dr. Pedro Cardoso, Universidade de Aveiro

Herackius’ Johanes Moree Central Museum Utrecht; 3" Meling M
2 Nathan Shedroffs Meaningful experiences chart fom the Big D Design conference in Dalas (May 2010): 3.

Sculptures” by Refik Anadol,from vimeo,
im Augmented Realty learing device from oforoat blo

ALEKSANDRA KOSZTYLA
Heitor Alvelos / Pedro Cardoso « 2021



Manual de identidade
hegemonia e dinamicas
de apropriacao da marca “Porto.”

Ana Miriam Rebelo | ana.miriam.rebelo@gmail.com
PhDDesign, Faculdade de Belas-Artes, Universidade do Porto
Orientacao: Heitor Alvelos (FBAUP), Alvaro Domingues (FAUP)

As marcas territoriais procuram projetar versées idealizadas das identidades dos lugares que representam, apresentadas como unificadoras e
consensuais. No entanto as cidades s&o constituidas por realidades e visdes diversas e frequentemente antagénicas. Tomando a marca “Porto.”
como caso de estudo, propomos um contraponto a uma narrativa que se tornou dominante, através do mapeamento néo exaustivo de tipologias de
apropriagao da identidade grafica da marca. Este exercicio permite o reconhecimento de dindmicas locais em torno da marca, revelando a coexisténcia
de diferentes perspectivas sobre o modelo de cidade que representa. A partir desta identificagdo propde-se uma reflexdo sobre as fungdes, que de
forma deliberada ou contingente, sdo desempenhadas pelo design de marcas territoriais, quando apropriado por diferentes agentes.

Contaminacgoes Capita

Anivelnacionaleinternacional, verificam-se

evidentes semelhangas entre as imagens

gréficasdediferentes marcas, emparticular hHub

de marcas associadas a territorios, o que
parece configurar uma tendéncia global
para a homogeneizagdo das linguagens
gréficas em detrimento da valorizagdo )

de estéticas locais. A recorréncia desta " Ola, Portol
férmula revela uma contradicdo entre [ H Viemos pregar 3
o proposito de diferenciar e destacar para esta
os lugares num mercado altamente 5
competitvo e a homogeneizagdo das = 7E | freguesia.
linguagens utilizadas. = ;

zacoes

©Providéncia Design; Beatriz Correia; 3BKE; Anna Kulachek

Apropriagdes em que diversas entidades que
operam na cidade, tiram partido da associagdo
visual com a marca, para ganharem visibilidade

[}/ RoA L H i o e beneficiarem da sua popularidade. Estes
. .T 2 mimetismos acontecem com a aprovagdo dos
| I ' promotores da marca, assim como de forma

A

¥, H_? inteiramente informal.
Q7 Porto. §

©Eduardo Aires/ White Studio

Apropriacao politica Subversoes

©
]
£
5
2
5
&
°
g
5
Z

A marca “Porto.” tem sido apropriada de
forma subversiva por cidadaos anénimos

[ ——— T

Em 2017, a campanha para a re-eleicdo de Rui
Moreiraadota um estilo de tipografiasemelhante ao
daidentidade gréafica da cidade. O atual Presidente
da Camara, promotor da marca em 2014, apropria-
se da sua tipografia para promogéo pessoal,
beneficiando da associagdo do seu executivo e
da sua figura publica com a identidade visual da
cidade.

que a utilizam como ferramenta critica. O
caso “Morto.” teve particular visibilidade,
suscitando um intenso debate nos media
sobre o modelo de desenvolvimento
levado a cabo pelo atual executivo e sobre
a propria legitimidade da marca para
representar a cidade.

© Ana Miriam; Luis Camanho, Pedro Fi

A autora agradece a colaboragao de 3 Pontinhos, Cristiana Vale Pires, Luis Camanho, Inés Barbosa, Pedro Ferreira e Pedro Figueiredo na pesquisa e cedéncia de imagens.

CEAU UPTEC ="~ FCT

ANA MIRIAM REBELO
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Meétodo para a resolugdo de problemas pedagogicos :

um algoritmo adaptado ao ensino do Design .

Esta investigacdo propde a criacdo de um método para resolucdo de problemas no contexto do ensino do Design. 0 método
constitui-se de etapas que utilizam o algoritmo para o planeamento, execugdo e avaliacdo das disciplinas. O algoritmo
apresenta 15 principios que foram adaptados da TRIZ (Teoria de Resolucdo de Problemas Inventivos), para o contexto do
ensino. Este método tem como objetivo atuar como heuristicas para professores que desejam melhorar suas técnicas
pedagégicas. Fornece previsibilidade, repeticdo, confiabilidade e agilidade na solugado de problemas.

Metodologia para construcdo do método e criagdo do algoritmo

Ensino do Design em Portugal Grades Curriculares Docentes TRIZ
A a * Narrativa Biogréfica;
* Influéncias; * Enfoque dos cursos; « Formacio; « Anilise do método Triz;
* Contextos sécio-politico; * Vocagdo; * Experiéncia; « Sintese dos 40 PI (tradug&o, juizo de valor);
. Ev0|ug§o « Resultados  Didatica. * Formulagdo dos 15 principios.

* U.Porto : Fbaup

* U.A: Deca Perfil das Instituigoes. Perfil dos Professores Testes e implementagdo
* IPCA: E. Sup. de Design

Tabelal: Etapas da investigacdo. Fonte: autor

Proposta do Método Etapas de aplicagdo do método:

1. Estabelecer o Resultado Final Ideal (RFI) da disciplina.

: preparacao da disciplina; conteldo, bibliografia,

2. Determinar o recursos necessdrios. atividades e avaliacdes.

3. Aplicar o Algoritmo (1 ou mais principios) % Execucdo: executar o que foi planeado; identificando e

. avaliando o progresso dos estudantes em relacdo ao RFI.
4. Executar as acoes planeadas.

4 . L. . +* Avaliagdo: avaliar os estudantes e os resultados finais.
5. Avaliar a execucdo e se necessario, volte ao item 3.

I N

Feedback Feedback Feesan
Reorganizar Amientar Reorganizar Ambientar Reorgenizat Ambientar
Autonamia Matriaska Autonomia Matrioska Autoncmia Matrioska
Mediacso Segmentar Mediagso Segrmentur Mediagdo Segmentar
Interacio Priorizar Interagiio Priorizar Interagdo Priortzar
Inovar Assimetria Inovar Assimetna Inovar Assimetnria
Flaxibilizar Homogenizar Flexibilizar Homogenizar Flexibilizar Homogenizar
Tolerar Adaptar Tolerar Adaptar Tolarar Adaptar
Sugestdes: Sugestdes: Sugestoes:
v' Preparar o ambiente de ensino; v'Separar a disciplina por categorias, grupos, v'Fornecer argumentos para melhorar os processos:
subgrupos:;
v'Utilizar o ambiente para estimular a aprendizagem; v'Usar uma avaliagdo abrangente — diagnéstica e
. . v Dividir o contetido por grau de importancia; os formativa;
v Considerar o ambiente externo como fator de trabalhos e as avaliagdes.
influéncia na aprendizagem; v'Criar uma rotina de avaliagdo.

Figura 1: Aplicagdo do algoritmo na fase de planeamento da disciplina. Fonte: autor Figura 2: Aplicagdo do algoritmo na fase de execugio da disciplina. Fonte: autor Figura 3: Aplicagdo do algoritmo na fase de avaliagdo da disciplina. Fonte: autor
E-mail: andre.casteiao@ufca.edu.br
André Luiz Casteido MAPORTO 5 DECAlua S
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A EXPERIENCIA DO NOVO:

Figura 1. Experiéncia de uso

SOBRE A RELACAO DAS PESSOAS
COM 0S ARTEFATOS

Ao longo da nossa vida nos deparamos com muitas experiéncias relacionadas ao novo,
mediadas pelos artefatos com os quais convivemos, nao sé aqueles que usamos de facto,
como também, os que estdao no nosso entorno e que fazem parte do complexo mundo
que vivemos. O presente estudo busca compreender as questdes fenomenoldgicas

do novo, classificar os variados significados que o novo pode ter sob o ponto de vista do
design, construir uma taxonomia do novo que possa dar suporte aos projetos em design
e perspectivar a inovacao em design.

Com o foco sobre as experiéncias de uso do novo,
pretende-se observar ndo sé a relacdo de uso efetivo,
mas também os sentimentos e as sensacées que, 0
facto do objeto ser percebido como novo, contribuem
para a vida das pessoas e para o seu bem-estar,
premissa tao aspirada pelo design.

As diferentes percepcoes sobre o novo e os seus
significados apontaram para a possibilidade de
concretizar uma categorizacao dos diferentes tipos
de novo. Como corolario, avanca-se igualmente com
a hipét de que essa taxonomia pode-se constituir

Csikszentmihalyi, M. (2002). Fluir: A psicologia
da experiéncia optima. Medidas para melhorar
2 qualidade de vida. Lisboa: Relégio DAgua

Manzini, Ezio. [1993). A matéria da invengao.
Lisboa: Centro Portugués de Design.

como uma base heuristica importante para o ensino e
a pratica do design.

Esta taxonomia do novo somada a um quadro tedrico

D EE Mo [PORTO

permitird originar um contributo para a criacao de
um conjunto de orientacdes que possam ser Uteis
para o desenvolvimento de projetos em design,
sobretudo no seu nucleo central de mediacdo
cultural traduzido no desenho de novos artefatos.

Busca-se responder a questao: Como projetar o novo
para quem experimentou muitos novos ao longo da
suavida?

0 desafio do design neste contexto é da ordem de
conhecer a geracao dos séniores ativos 65+, observar
os seus comportamentos e as suas necessidades e
perceber as suas demandas especificas. Euma
geracao ainda nao caracterizada e pouco cuidada
pelo design, ha uma lacuna entre a geracdo dos

IPCA

e

B FCT

CRISTIANE SCHIFELBEIN DE MENEZES
Vasco Branco / Nuno Dias « 2021

adultos e a dos muito idosos. Os «idosos jovens»,
segundo a classificacao de Papalia, Olds & Feldman
(2006), sao as pessoas que tém entre 65 e 74 anos,
publico definido por este estudo.

Surge assim, como resultado parcial desta
investigacdo, uma primeira taxonomia com cinco
categorias relacionadas até o presente,
nomeadamente: «novo em folha»; «novo atual»;
«NOVO para Mim»; «NOVO que parece NOVO» € «NoVo
com tradicao».

Para tanto, pretende-se provar que as percepcées do
design suscitam diferentes conceitos do novo e
expectativas de experiéncias holisticas significantes
que envolvem forma e uso.
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European Oak

Conscious recThRn A
Design

The project is a fine modern
version of the old steambending
Viennese chair combined with
Bauhaus influences.

The contrast between the tight
expression of “New Nordic” of
our time blended with the
romantic simplicity of bended
round sticks creates an
interesting hybrid.

The chair evokes something
familiar in us and at the same
time it provokes very dry and

formal attitude. It is harmonic
and functional as well
as minimalistic.

Black Pepper, Model 2021 This work is financed by national funds through the FCT Fundacio
. - Fundagéo para a Ciéncia e a Tecnologia, I.P., under F C T para fc“v.m ia :"'Vers_’dade
gaelle. pillault@ua.pt the scope of the project UIDB/04057/2020. ¢ a Tecnologia B avelo

GAELLE PILLAULT
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In the industrial context of footwear in Portugal, an empirical observation indicates

that several of these companies tend to operate in a traditionalist and outdated
way from a managerial and visionary point of view. It's argued that this operating
mode tends to damage its development, success and productivity rates.

How can the design culture be an innovation tool capable of contributing to

the overcoming of outdated management modes in the Portuguese footwear

industry?

This investigation aims to demonstrate the co-creation process of a toolkit, as an
interface for diagnosis, prescription, verification and validation of this tool in
organizations. This tool emancipates companies so they can evolve the design
culture, contributing to a multidisciplinary business management as a vehicle for
innovative processes, products and/or organizations.

Research through design, in partnership with a multidisciplinary team, applied in
the footwear sector, promoting the sharing of knowledge between industry and
academia.

Author
Hugo Palmares (PhD in Design, Faculty of Fine Arts of the University of Porto)

hpalmares@ipca.pt

Supervisors
Prof. Miguel Terroso (School of Design, IPCA);
Prof. Emilia Costa (Faculty of Fine Arts of the University of Porto).
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Figures
i. detail of a collage process; ii. phases planning;
iii. where to do; iv. what to do; v. how to do.

Outcomes

Practical result of an artifact, toolkit/product/service,
physical or digital, validated by the co-creation work;
+

Diagrams, texts and visual/audiovisual elements
explaining the evolution of design culture in partner
companies, through the replicability of the toolkit;

+

Publication of the study in a manual/catalog/book/
website demonstrating good practices resulting from
this investigation.

Images by the author
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Figure 1. Self-mailer packaging made from a single layer of micro-corrugated
cardboard, printed, cut out and folded in on itself in order to physically protect the
glass bottles containing the essence drops.

Foafnn e ey s e Do e i
[y ——

DESIGN
PACKAGING
TOP COVID

The olfactory kit TOP COVID, for olfactory stimulation and training of patients with
olfactory dysfunction, namely by covid sars-19 infection, scientifically led by Chemistry
Department, and the research unit LAQV-REQUIMTE (PhD Silvia Rocha) and is being
implemented in the Otorhinolaryngology service of Baixo Vouga Hospital Centre [Dr.
Luisa Azevedo). The project had the design contribution by the researcher Ligia
Afreixo, PhD student, under the scientific guidance of PhD Francisco Providéncia [ID+].

The limited edition of 100 copies and the expectation of ~ This exercise, which is part of the wider investigation As Francisco Providéncia states, this type of project

its sustainability implied the use of micro-corrugated of food design, is an example of interdisciplinary could contribute to the affirmation of design based at
cardboard (100% recyclable), printed in four-colour design with chemistry and the health sciences, centred ~ Communication and Art Department, together with
inkjet and CNC cutting/scalpel creasing, self on creative and cultural mediation, which the design large Research & Development projects based at other
enveloping, in a solution without fittings, protecting the proposed to develop packaging that integrated the scientific research units at Aveiro University.

5 samples packed in glass that encloses, protected shape, the brand and the name.

from light and shock, which was required to ensure
easy opening and resistant to prolonged use through
magnetic closure. The packaging also exploits its sides

as a visual communication support, avoiding the need *The industrial production of this packaging was
for other complementary information vehicles. sponsored by Sogrape Vinhos, SA.

o+ ResearcH
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designing
empathy

ferramentas para uma pedagogia da
diversidade intercultural estudantil nas
residéncias universitarias portuguesas.

Marcela Rosa Brasil rhpem pesign da Feaur,

marcela.cavalcanti il.com L do Porto

Orientagao:
Prof. Dra. Teresa Franqueira DeCa Universidade de Aveiro
Prof. Dra. Susana Barreto FBAUP Universidade do Porto

Problema:

A existéncia de segregacao cultural entre estudantes
portugueses e internacionais dentro das residéncias
universitarias, assim como o baixo sentimento de
pertencimento destes estudantes nestes espacos sao
problemas complexos que foram agravados durante a atual
crise pandémica e evidenciam uma pertinéncia acrescida em
promover a empatia em meio a uma atmosfera de
distanciamento e medo do outro. Estas questoes
representam uma extensdo do ambiente universitario e
refletem a necessidade de uma maior amplitude de
acolhimento, que considere os aspectos socioculturais
necessarios de atencdo nestes micro-universos e promova a
empatia entre os residentes e entre a instituicdo e os
estudantes.

Acolhimento

f Empatia
/v

(HCD)
DESIGN

Pedagogia de

CENTRADO |, reocce

"

¥ Comunidade

estudantil

Estudantes
portuglesss Aproveitamento
i académico
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Enquadramento da investigacao.

Objetivos:

- Contribuir para um contexto intercultural saudavel e operante
nas residéncias universitarias portuguesas;

- Fomentar um acolhimento integral, nao apenas infra-estrutural,
nas residéncias universitarias, promovendo o bem-estar dos
estudantes, uma maior socializagdo e, consequentemente,
viabilizando um maior aproveitamento académico;

« Reconhecer as residéncias universitarias como agentes de
pedagogia intercultural, quer no seu interior, quer para o exterior;
- Mapear as infra-estruturas de comunicacdo necessarias para
uma plena integragdo das residéncias universitarias ao meio
sociocultural em que se inserem.

Contexto:

Em um tempo presente de consciéncia acrescida
relativamente a legitimidade da diversidade cultural este
projeto defende que um dos principais pélos para a
pedagogia desta diversidade encontra-se ja plenamente
funcional, necessitando  apenas de legitimagéo,
reconhecimento e projeccao: as Residéncias Universitarias.

poreses

=

(Dados retirados de inquérito realizado pela pesquisadora entre 08 de
Fevereiro e 18 de Margo de 2021 com 255 residentes e ex-residentes
das residéncias universitarias da Universidade do Porto).

Perfil dos estudantes.

Considera, também, o aumento exponencial de estudantes
internacionais em Portugal e a multiculturalidade acarretada,
propondo-se a promover o acolhimento, empatia e
sentimento de pertencimento nos estudantes, colaborando
para uma pedagogia intercultural de valorizagdo da
diversidade estudantil nas residéncias universitarias
portuguesas.

Método:

Teodrico-prético. Apresenta estudo multidisciplinar
baseado no design e ciéncias sociais e aplicado em
uma investigagao etnografica com estudo de caso
com estudantes residentes nas onze Residéncias da
Universidade do Porto, acrescidos por um estudo
comparativo com outras Residéncias Universitarias e
culturas universitarias europeias.

‘CONCEITUAGAO / MODELO / TESTE / RESULTADO

Procedimento de investigacao.

M@rorTo rwersny ot s T rF o8
l’g pmammm L= ey l: prai,

Fore w s
F‘ I ey AT
£ atenacra

ID + (Instituto de 30 em Design, Media e Cultura);
UPTEC (Parque de Ciéncia e Tecnologia da Universidade do Porto); SASUP
(Servigos de Acao Social da Universidade do Porto); Prof. Heitor Alvelos (Diretor
do Programa de Doutoramento em Design da FBAUP)
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O acto criativo como ferramenta
contra a desertificacao populacional:

para uma dinamica viavel entre criadores e empreendedores locais em ambientes rurais.

A desertificacdo populacional do interior Portugués é uma realidade Esta investigagao doutoral prossegue o trabalho iniciado no MdS,
expressa em nimeros gradativamente alarmantes. Desde 1991, Sever evoluindo para a concepcdo de uma estratégia que gere sinergias entre
do Vouga tem vindo a ser um dos Concelhos mais afetados por este os atores locais. Pretende-se recorrer a metodologias de Design para a
fenomeno. Inovagao Social que capitalizem as multiplas narrativas inter-pessoais.
Desde 2013, o projecto Maneiras de Sever (MdS) tem permitido Objetiva-se dinamizar criativamente a comunidade Severense,
auscultar e observar este Concelho, através de iniciativas de co-criacao capitalizando mais-valias e ambicionando superar problemas de

entre jovens e seus familiares, promovendo vertentes artisticas e acessibilidade e desenvolvimento cultural, derivados da sua situagao
criativas num Concelho, que é maioritariamente orientado para o setor enquanto territério de baixa densidade.

industrial e de servicos.

Que estratégias e ferramentas de Design podem viabilizar dinamicas sustentaveis entre cultura, patriménio e empreendedorismo em ambientes rurais em processo de desertificagdo populacional?

Pedro Fragoso Lopes

pedrofr com
Supervisor: Prof. Dr. Gongalo Gomes w

Co-supervisor: Prof. Dr. Jorge Pereira :,;_—‘..""'
Co-supervisor: Prof. Dr. Pedro Amado

" UPTEC
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PEDRO FRAGOSO LOPES
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O FUTURO E CIRCULAR, O DESIGN E CIRCULAR:
A EMBALAGEM E O PODER DO CIRCULO

INTERNO

Esta investigacdo decorre no dmbito do doutoramento em Design da Universidade de
Aveiro e tem como objetivo construir um quadro de referéncia tecrico e operativo
para o desenho de embalagens ndo descartaveis, através do Design Circular, com
base no modelo da Economia Circular. Temos como ambigcdo que este tipo de
produto apresente um ciclo de vida mais longo, recorrendo ao “poder do circulo
interno”. Procuramos que a embalagem possa assumir-se como um objeto sedutor e
perene de direito e ciclo de vida proprios, evitando a sua rapida obsolescéncia.

Relevancia A medida que a populagdo mundial
aumenta, a exigéncia de producéo de embalagens para
diferentes bens e produtos parece significar um
aumento da utilizagao de recursos materiais e
consequente desperdicio’, devido a um consumo de
carater marcadamente descartavel. Atualmente, grandes
quantidades de embalagens acabam por nao entrar no
sistema de gest&o de residuos, contribuindo fortemente
para a poluigao do meio ambiente, para além do seu
valor material ficar perdido para a economia?.

O modelo linear “extrair-produzir-desperdicar” favorece
a destruicdo do valor material e simbélico da
embalagem, promovendo a perpetuagdo de um habito
de consumo descartével

Questao Quais os contributos do Design para o
desenvolvimento de um sistema de embalagens nao
descartaveis que evite a sua rapida obsolescéncia?

Desde ha 50 anos que existe uma consciencializagdo
crescente, por parte dos agentes politicos, da industria,

da academia e dos cidadéos, sobre o impacto
ambiental da acdo humana e dos limites dos recursos
naturais, bem como da insustentabilidade de certas
préticas, que a prazo poderao limitar a vida na Terra

De acordo com os objetivos j& defendidos em 1987 no
Relatério Brundtland*, onde surgiu o conceito
“desenvolvimento sustentavel”, na Cimeira Rio92%, na
qual se apresentou 0 novo conceito “consumo
sustentavel”, a Agenda 2030° sustenta que o Design
coopere nas respostas a estas necessidades e desafios.
O modelo de producao através de um sistema linear
resulta num esgotamento de matérias-primas e num
acumular de desperdicio que torna este sistema finito’.
Do ponto de vista da Economia Circular, prevendo na
fase de projeto cerca de 80% dos impactos ambientais®,
& possivel enunciar trés ciclos de “Design circular” como
resposta a uma otimizagao do valor material e simbélico
da embalagem: 1) a desacelerag&o para a mitigacéo da
utilizagdo de recursos materiais, prolongando o ciclo de
vida util da embalagem; 2) o encerramento para a
criagao de um fluxo circular fechado através da

da reciclagem dos recursos materiais; 3) a contengo
para o uso minimo de materiais °.

A reutilizagdo da embalagem preserva mais o seu valor,
em comparagao com a hipétese de reciclagem,
geralmente mais dispendiosa e com gastos energéticos
superiores, sendo este principio conhecido como

“o poder do cfrculo interno”'®: a reparagao e a
reutilizagdo como solugdes sem perda de matéria ou
acréscimo de uso de energia. A embalagem deve ser
considerada um produto de direito e ciclo de vida
préprios'!, devendo assumir o design uma posi¢ao de
lideranga na criagao de valor, e nao apenas como meio
de resolver problemas'2.

Consideragbes finais A partir do modelo da Economia
Circular e através do Design Circular, est4 agora a ser
desenvolvido um projeto exploratério — com e para a
empresa Grestel, Produtos Ceramicos SA, em parceria
com a Tintex Textiles SA — para a criacdo de um modelo
sistémico de embalagens nao descartaveis,
exponenciando o seu valor simbdlico e material.

0. ststason D P REPOBUCA inanciado pela
ERE  Moree— [@PORTO IRCA  FCT =i k. s CENTRO

Este trabalho é financiado por fundos nacionais através da FCT — Fundagéo para a Ciéncia e a Tecnologia, I.P., no &mbito do projeto UIDB/04057/2020 (PD/BD/150492/2019)
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“o design trata da materializagdo

de significados e de emogbes.”

(Niemeyer, 2007)

Os Servicos Educativos dos Museus sdo espacos privilegia-

dos para o estimulo de um espirito critico cultural nas

criancas, garantindo que se formam como seres ativos,

participativos e informados. Neste estudo, consideramos

que o processo de aproximagao entre as criancas e o patri-

monio e manifestacdes culturais podera ser favorecido e

enriquecido por uma abordagem mediada pelo Design.

Propde-se a aplicacio de um programa
piloto de mediaggo cultural através do
Design, promotor do envolvimento efetivo e
afetivo das criancas com as varias dimen-
sdes da cultura, produzindo experiéncias
positivas, aprendizagens significativas e du-
radouras

As criangas, pela flexibilidade e adaptabili-
dade ao contexto, s3o um publico de exce-
léncia para a transformagao cultural. Nesse
sentido, entendemos que é a este grupo
que os Museus, através de equipas multi-
disciplinares em que se deve inserir o
Design, poderdo proporcionar e investir
numa resposta mais inovadora e atual sem
provocar a sua perda de cardter e missao,
contribuindo para a mudanca paradigmati-
ca do Museu enquanto instituicéo fechada
no classicismo poético do “do not touch”.

Recorrendo a metodologias de investiga-
G3o participativas, o Design poderd conside-
rar o publico infantil no seu programa, como
parte integrante e participante da comuni-
dade, e por isso incluidas nos processos de
mapeamento de oportunidades e concep-
¢80 de propostas de projetos.

Pretende-se criar equipas de fertilizagdo
criativa ndo s6 para o desenho e realizagdo
de oficinas criativas dentro do Servico Edu-
cativo, mas que possam também contribuir
para a comunicacao interna e externa do

Servico Educativo do Museu, favorecendo
assim o sentimento de pertenca e integra-
cdo do publico infantil na prépria produgao
de cultura das instituicdes.

Objetiva-se a caracterizacio da natureza
da mediagao pelo design e a afericio das ca-
racteristicas e qualidades da intervencdo,
estabelecendo principios orientadores pas-
siveis de serem aplicados noutros contextos.

Palavras-chave

Design, Mediacgo Cultural, Museologia,
Educagdo, Infancia, Servico Educativo

Este trabalho ¢ financiado por fundos nacionais através da FCT - Fundagdo para a Ciéncia e a
Tecnologia, I.P,, no ambito do projeto UIDB/04057/2020, Bolsa DFA/BD/5692/2020.
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Historian Kerwin Klein (2000) describes history Kerwin Klein (2000) descreve a histéria como A histéria deste curso € enriquecida por
- . . . . . objetiva, enquanto descreve a memdria como multiplos contributos de projetos, de pessoas de
as objective and memory as subjective — wherein . : e : : - -
ettt ' subjetiva, acrescenta ainda que a meméria é diferentes origens culturais, cujas experiéncias
memory is a social construct that carries historical um fenémeno social e um agente da histéria. de vida contribuem para uma histéria comum
agency. The concept of memory, ever more i 0 conceito da memdria, mais humanizado, da investigacdo em design, média e cultura.
X X = evoluiu para uma abordagem contemporanea de Esta retrospetiva é demonstrada neste volume
humanized, has evolved into a more contemporary ‘ > : , S B
— memodria coletiva. através da compilagdo dos posters cientificos
approach to collective memory. produzidos.

o - MARIA BRUNO NEO

The history of this course has been enriched by
individuals from di;/erse backgrounds, whose life
experiences have contributed to an expanded but
also shared Ljnderstanding of research in design,
media, and culture which is reflected in this
compilation of works.

MARIA BRUNO NEO

=

Klein, K. L. (2000). On the Emergence of Memory in Historical

Discourse, Representations , Winter, 2000, No. 69, Special Issue:

———_Grounds for Remembering, pp. 127-150. University of California

——

Press, https://www.jstor.org/stable/2902903.
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PUBLICITY AND DESIGN
OF THE DETACHMENT
FOR A SUSTAINABLE OIKOS

Detachment is a material departure from possession but not from
usufruct. This research aims to problematize what can be the
Design of Detachment and its contribution to a holistic, ecological
and sustainable society. In the scope of contemporary challenges
on space as oikos, it is proposed to study communication through
publicity for the construction of design for being.

From an earlier research on the sustainability
argument in an attempt to elucidate that “"recycling

is not reuse” and “reuse is not garbage" through
informational design, tangentiating topics about
resource misuse and waste we come to new
questions. We are in an era that is subordinated to a
continuous process of updating, because the future is
no longer a goal but a reality that serves the present
(Branzi, 2006), associating this perspective with
topics such as information society, sustainability,
consumption and publicity strength as
communication vector.

Detachment Design is a theme under construction
that proposes a contribution on the argument of
sustainability associated with a design more oriented
toward being than to have it. At the same time the
Design of Detachment shows itself as an analytical
and interpretive vision of this future-contemporary
scenario of our relations with objects and spaces.

n 1D+ RESEARCH ;
DEoion, MEoIn a universidade de aveiro. L PORTO
DESIGN, MEDIA
AND COLTURE theoria poiess praxss .

Detachment is not liquidity (Bauman, 2005) but
they recognize and coexist; points to a reflection
on how design can and should participate in a
contemporary environment of the world as oikos,
as the home of all, as an ‘ontological constitution®
(Sloterdijk, 2004) in balance with quality for life.

IPCA

CAIO VITORIANO
Fatima Pombo / Gongalo Gomes « 2019
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questdo de investigacdao

COMO POTENCIAR A EXPRESSAO EM CONTEXTO
DE INTERACGAO SOCIAL JUNTO DE PESSOAS COM
PERTURBAGCOES DO ESPECTRO DO AUTISMO?
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DIAGNOSTICO
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Através da criagao de um ambiente de
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« INTERFACE LUDICA

« CAPACIDADE SOCIAL

« DESIGN INCLUSIVO

+ DESIGN PARTICIPATIVO

objectivos

=

0 estudo proposto pretende desenvolver casos quotidiano e minimizando s dificuldades que - Promogio da aquisicio de & de do (verbal ou nio-verbal), de relagio
le investigagao que anatomizem a apreensio co-design em contexto institucional, para um estes encontram hoje. O autismo ¢ um desafio e de regul mocional.
comunicacional de contetidos nio-verbais contacto proximo e integragio no estudo com contemporaneo com problemas que necessitam - Difundir a visibilidade de pessoas com PEA.
referentes ao processamento de emogoes e défices  os cuidadores, familia e profissionais de satude. de ser decifrados com métodos experimentais, + Melhoria da qualidade de vida de pessoas com PEA e as pessoas que os rodeiam.
pertencentes ao complexo de perturbagdes do Pretende-se 0 acompanhamento do individuo criticos e dinamicos, que a disciplina do design - Desenvolver ferramentas que sejam recursos para actividades terapéuticas.
autismo através do design. com PEA, com 0 objetivo de analisar, interpretar  emergindo na sua multidisciplinariedade pode - Promover e divulgar a multidisciplinariedade da disciplina do design.
Admite-se que o quadro clinico das perturbagdes e desenvolver objetos que perpetuem colaborar, com o objetivo de mudanga para uma
do espectro do autismo tem, entre outras i €0 progresso i sociedade mais acessivel e consentanea.
caracteristicas, as que comprometem na temética emocional. Depois de detetadas
i cognitivas aveis pelos i fsti
o relacionais. Verificando-se uma a0 espectro como a sensibilidade sensorial
do funcionamento cognito/afetivo e a hiper-seletividade, € possivel a partir destas
em relagao aos neurologicamente tipicos. prevaléncias determinar, através das suas
Esta especificidade das Perturbagdes do Espectro  motivagdes pessoais, formas analogicas
do Autismo (PEA) é o ponto de partida para a ou digitais para o desenvolvimento do individuo,
pesquisa. pronunciando a sua interacgio no mundo do
metodologia
OBSERVACAO+ PARTICIPACAO
5 CASOS DE ESTUDO.
IDADES COMPREE D]_DAS ENTRE OS 7-12 ANOS.
UNIVERSO DE APLICACAO
APPDA- NORTE,
ESCOLA DE ALJUSTREL.
DIAGNOSTICO_
PERTURBACOES DO ESPECTRO DO AUTMO.
Observagéo e interacgao em Instituides com
pessoas com Perturbacdes do Espectro do
Autismo.
Mapear os acontecimentos, reconhecer
as premissas e problematizar os.
fenémenos
Desenvolvimento de produtos ou meios de interface
comunicativa para facilitar as atividades de rotina ou
ferramenta de apoio para terapias observadas.
‘ .
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FIREFIGHTERS PROTECTIVE
EQUIPMENT. PERFORMANCE-
-COMFORT DICHOTOMY:

AN ANSWER THROUGH DESIGN.

Using the old garment, we felt more the temperature but the body cools down quickly.
The new one has a better thermal barrier but the body do not breathe. it creates a lot
of moisture and, when we face temperatures the skin boils.

Our boady feels like a pressure cooker. Nuno Machado, B.V. Cantanhede, 2018

A design-driven project-based study will take place, to
develop a product - firefighter Personal Protective
Equipment (PPE) - jacket and pants - that addresses an
answer to the Performance/Comfort conflict

Based on three sources of evidence - Theoretical
Framework, Firefighting and Technology - will be using
a method to critically analyze the Input. This discussion
will bring valuable information to be filtered and adapted
to our context giving rise to Assumptions coming from
each of said sources. These three sets of Assumptions
will be the subject of a triangulation exercise [Coutinho,
2011) to verify their validity and which will be part of the
project Program, where the guidelines for the
development of the Personal Protective Equipment (FF-
PPE] for firefighters will be defined. In this phase the
bases will be laid for the analysis of parameters HotSpot,
so that the foundations of the project are finally finished.

S
INSTITUTE FoR univer le de aveiro
AND CULTURE - N

At this point, the conceptual design of the PPE will begin
to be built, then the Base Project, First Prototype, analysis
and testing, Base Project 2 and cyclically until reaching
the final prototype and specifications for industrial
production.

This strategy to propose a response to this problem uses
Design thinking methods inspired by Ideo’s Human-
-Centered Design (HDC) approach, Norman et al. (2019)
supported by the use of advanced technologies available
in the market to develop a two-packages firefighter's
PPE in two levels [standard and higher), both with gender-
-specific fitting.

Although the Performance / Comfort dichotomy is widely
discussed in the literature no design leading project-
-based study was found in order to address an answer
to the specific problems involved in this context.

In the first stage this project is aimed for the Portuguese

context and later on replicated in other countries under
the EU 15614 standard. In addition to the previously
mentioned Input, the recommendations made visible by
the Independent Technical Commission 2017 “Pedrogao
Grande” - fires report will also be considered as an
important source of evidence.

The reflections born from the project activity could fill
the mentioned gap in knowledge but the main ambition
and expected results are the significant improvement on
functional and Comfort point of view - the man and woman
firefighters could experience using this PPE, being safer,
having better conditions to develop their noble work, and,
as consequence, being empowered to better protect the
populations.

FILIPE

—
ASE (" FINAL ANALISYS

DTESTS PROJECT03 | PROTOTYPE)) AND TESTSMES'

J . <

QO
S
R

>

S
S5
S

BENTO

Francisco Providéncia / Nuno Dias / Gilda Santos « 2019



Gustave Doré
1832 - 1886

Theodor Kittelsen
1857-1914

Caspar David Friedrich
1777-1840

Albert Bierstadt
1830-1902

The presence of
Romantic themes
In Black Metal:

A study of

visual provenances

and prevalence in
album covers

Flavia Pires, Faculty of Fine Arts, University of Porto, Ph. D in Design
flavio.m.pires@gmail.com | www.flaviompires.wordpress.com
Supervisor. José Carneiro, Ph.D, University of Porto

ABSTRACT
Black Metal is a subgenre of Heavy Metal that prominently deals with the occult,
mysticism, satanism, nostalgia for the past {such as the Middle Ages),
and has a striking fascination with Nature while giving strang emphasis an emations:
much like the themes explored by the Romantic movement we associate

with the nineteenth century, as identified by Lang {1941), Blume {1970) and Warrack (1980).
With this in mind, we aim to establish a correlation between the two movements
from the perspective of Black Metal's visual milieu, in this case album covers.

We will search and catalogue Black Metal album covers that deal with these themes
visually and identify Black Metal album covers that appropriate Romantics works

on their album covers from such artists as Gustave Doré {1832-1884),

Theodor Kittelsen (1857-1914), Casper David Friedrich {1777-1840) and

Albert Bierstadt {(1830-1902), amongst others. This way we propose to

investigate in what ways the Black Metal subgenre is a culturalinheritor of the
Romantic movement in order to establish the nature of the correlation between
Black Metal and Romanticism, to investigate the resurgence of

historical references in contemporary culture and to build a critical

database {airtable.com/shrpaF9béz4qOpkuB) of
Black Metal album covers that have suffered influence or

appropriated works from Romantic artists.

On this poster we present a sample of 275 album covers identified on our database
that constitute an appropriation of a previously existing work and the original.

BLUME Friedrich {1970), Classic and Ramantic Music, New York, . W Nartan, p.9%.
LANG Paul Henry (1941, New York. . W Norton, p. 737-36.

WARRACK John (1980), 5. "Romantic™ o) & ,vol.16,p.141
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White Space

Modern societies are gradually liberating us from production, but this does not
necessarily mean a more evolved society. Without space for reflection and processing,
we risk an increasingly programmed society (disconnected and distant).

Through the White Space, we propose a confrontation of being, increasing the critical
faculty and above all a respect for individuality, opposing capitalist subjection and
going against the life that takes us from ourselves.

We create speed, but we live trapped in it. Today's society
has at its speed its great system of control and
imprisonment, which consequently implies an increasingly
thoughtless production and considerably more superficial
answers. This disconnection, of production and of the being,
has implied a growing blockage of thought and feeling,
which leads us to cold answers, these more and more
linked to the repetition of formulas, pointed to the
perfection of the drawing, of absolute functionalization and
geometric rigor, although uninhabitable. These
preoccupations lead us to the increasing dehumanization (of
matter and being), in an increasingly programmed system
where much more than the machine or technology, we lack
of minds, of soul and poetics.

This need for space forces us to reflect on the possibilities
of being and existence, echoing with some notions such as
silence, emptiness and nothingness, vulgarities that by their
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preconceived preconceptions prove only incomprehension.
An incomprehension that traditionally understands it as
pure non-existence, contrary to the great appreciation of
philosophers, artists and designers where in some of these
cases it is given an enormous existential, functional and
deeply poetic importance. At the heart of these

understandings is a bipolar, hypersensitive, confrontational,

valuing and protective nature.

The introduction of white space in graphic design is done by
Jan Tschichold as necessary / active space, rationalized
with Muller-Brockmann's grids and quickly taken to other
understandings such as the criminalization of ornament,
less is more, the beauty of everyday use and apology to the
absolute function of the dispassionate and anonymous
project, contradicting the idea by the idea, making it an ode
to perfection, to order, to a deep value of the information
that protects and even to be highlighted as luxury or

IPCA
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denominator of quality. But how can this “all" be
simultaneously "nothing"?!

Its pertinence is evidenced by its fragility in design
literature, but also in an increasingly capitalist world,
unconscious and programmed, the white space proposes an
increase of comfort, critical capacity and above all a deep
respect for freedom and free will as humans in the world.
A discourse that starts from the confrontation with the
nothingness to go against capitalist subjection, against the
life that takes us from ourselves and that connects us with
the consciousness of the being. Obviously that ultimately
this research could be an aesthetic treatise with the
ultimate goal of making life more free and beautiful.
Beauty that want to report to respect and freedom.

GILBERTO RIBEIRO
Francisco Providéncia « 2019
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FRUITION OF THE PLACE:
INFLUENCES AND CONNECTIONS
BY MULTIMEDIA INSTALLATIONS

The population growth of urban centers and the contemporary citizens life pace
call for actions that reconnect people and develop a sense to a place belonging.
This action develops within the design of interactive multimedia installations,
which incorporate perception modulation at mediation of the communication space,
influencing the meaning construction, and consequently, the enjoyment of a place
and the interpersonal connection.

The modulation of perception, trough interactive
installations by multimedia mapping projection,

can by all means influence the way we see reality.
Meaning construction and cognitive awareness can
be highly influenced by the individual environment.
The individual ecosystem is predisposed by his own
cultural background, rationalization associations,
mirroring of emotions, and our attention structures
can be positively operated to an increase of fruition.
In the cognitive construction, a variety of invisible
layers of emotional and rational nature shape what we
perceive; on the process of interaction, the individual
establishes a variety of significance relationships that
undergo trough: feeling, assortment, and meaning.
The purpose of this project is to realize, achieve

and measure the real transcendence of meaning

on interactive installations design.

D & prsesee  [PORTO| IPCA

This work studies the influences of perception on

the enjoyment of a locus using responsive mapping,
and finding if it can positively influence the dynamics

of contemporary fast-forward moving urban centres,
and bring together people that nowadays are, every day

more, isolated in this world that we all share and live in.

Multimedia mapping interactive installations can bring
new perspectives on the well-being, fruition of a place
and people reconnection. Bringing together masses to
an event at city central, is the starting point to achieve
that great goal. The mood is created setting the town
as canvas, and painting the treetops and building walls
with arrangements of lights, colours and images that
exchange emanation by persons proper motion.

The modulate images dance as people stand by

and shift the multiple sensors that are distributed

at the zone of intervention.

- FCT .

During the development of the project several specific
objectives are targeted: accomplish expeditions to
acquire more information about this type of actions;
collect relevant information for interactive mapping
projection installations production; install immersive
virtual environments with a focus on the urban centre;
provide ambiences that offer increased enjoyment

of the place; provide interpersonal meeting spaces;
consolidate the notion about the influences on the
construction of meaning in the design of interactive
multimedia spaces; and disseminate the knowledge
achieved to whom that is likewise curious about.

The project is set to understand the importance

of this environments, as well to qualify the design

of immersive virtual surroundings, developed for

the fruition increase of the place and interpersonal
connection, by mediation of the communication space.

JOAO CASTRO
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REPRESENTING PLACES BY
THEIR ABSENCE: ANOTHER
DESIGN STRATEGY TO KNOW
THE SPIRIT OF PLACES.

This Design Strategy belongs to an ongoing research entitled Maps ‘Tailor Made’ to
the Body of Places: Design Strategies Against the Indifference of Representation. In
this research we defend that each place has its own representation, and the drawing
is the privileged tool for the designer to represent it. As an example, this design strategy
— representation by absence —, used in the Dom Luiz | Bridge map in the city of Porto.

The method adopted is based in the approach ‘Research
Through Art and Design’ (Frayling, 1993), in wich both the
practical experimental work and the use of the logbook, by
registering all decisions step by step, are important. In an
evolution of this approach, Gemma Anderson emphasizes
the valences of observational drawing as a way of knowledge,
proposing the research Through Drawing Practice (2017).
As a synthesis of the documentation resulting from practice,
we propose ‘design strategies against the indifference of
representation’ (Cardoso, 2019, p. 1). The term ‘drawing
strategies’ applied by Juan Molina (1999), assumes a
military terminology, highlighting the qualities of insight
and opportunity. There is foresight in the strategy, but it
addresses the solution to the problems we face in the field.
Thus, the act of drawing is compared to a battlefield.

The ‘Absence strategy’ uses the reserve, as a technique
wich has been brought into the artistic lexicon from
the semantics of legal law, meaning: “putting aside”,
‘separating into a contract’ [...) ‘'something to another
time, to another use, to save it for a good opportunity’
(Viatte, Boubli, & Musée du Louvre, 1995, p. 7). In this

D &5 Moree-  [WPORTO

sense, the reserve in art and design is a suspension of
the gesture of drawing. For example, in a representation
of an arid landscape, the few existing green elements
can be suspended, thus highlighting aridity. This way,
the eloquence of the reserve lies in its conscious and
intentional use. On drawing, the gradual suspension of
the elements of the landscape, from the background plane
to the foreground plane, may emphasize a particular
framing, a certain chaotic configuration of buildings and
a high level of information. It results in a representation
similiar to the use of a telephoto lens, because of the detail
level, but with a wider field width, which encompasses
planes closer to the observer, tracing them with precision.
The map of the Dom Luiz | Bridge arises from the con-
frontation between the landscape drawing from two
opposing observation points. The East and West views
exist simultaneously in the same composition, creating
between them an empty space that draws the deck of
the bridge. The empty space allows the invention of a
corridor between the views, brings the map to a three-
-dimensional approach, inviting people to cross the bridge.

IPCA = FCT
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Contributions of Visual Anthropology
to the retrieval and acknowledgment
of narratives and documentation
from the origins of Portuguese
medium- and long-distance running

This project concerns a digital archive for

the retrieval, interpretation and acknowledgement

of relevant photographic material from the beginnings
of Portuguese Athletics.

The archive aims at revealing social narratives,
as well as placing these in collective memory
concerning the lives of Portuguese citizens
from the late 1890’s up to the First Portuguese
Republic.

This research substantiates correspondences
between Visual Culture and Running Culture.

de-fantasmas.tumblr.com

Arquivo Municipal de Lisboa / Fotografico file: Francisco Lazaro a frente

da maratona nacional Date: 1912 Dimension: 9x12 cm Support: Silver gelatine glass
negative Author: Franco, Anselmo. 1879-1965, i iti
Rights reserved for icati ibition and ial use Notes of

VIEIRA, Joaquim - Portugal: crénica em imagens 1910-1920. 12 ed. [Lisboa]: Circulo
de Leitores, 1999. ISBN 972-42-1986-0. p. 8-9. Portugal. Comissao Nacional para

as C do C da Republica. Corpo: estado, medicina e sociedade
no tempo da | Republica. Lisboa, Comissdo Nacional para as Comemoragdes
do Centendrio da ublica, 2010. ISBN 9] 1842-4 Notes: Original entry: 9800.

Francisco Lazaro died weeks after running the marathon at the Olympiads in Stockholm.
Subject: Automobile / Bicycle 7 Tabern (household) / Atlhete / Athletics / Lézaro,
Francisco. 1888-1912, athlete. Address: City: Lisbon County: Lisbon Country: Portugal
Call number: PT/AMLSB/CMLSBAH/PCSP/004/FRA/000011

More tags: Arquivo Municipal de Lisboa / Camara Municipal de Lisboa / Preservagao
daculturae do imoni grafia artistica e / Anselmo
Franco / Francisco Lézaro a frente da maratona nacional.

Access to AML/F database at 11 February 2019.

Researcher’s notes: Found this photograph in Os Sports /ifustrados n° 104, 8 June 1912,
on a reportage about the Corrida de Marathona, 2 June 1912, with all the photographs
attributed to Arnaldo Garcez. On 11 February 2019, | was told by a senior conservator
at the AML/F that the original negative was found at Laboratério Roiz with several
negatives attributed to Anselmo Franco.

Call Numbers (temporary): PT/LC/F/AF/001 and PT/LC/F/AGR/007

Author

Luis Camanho (PhDDesign, University of Porto)

luiscamanho@gmail.com
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He who seeks to approach his own buried past must conduct himself like a man digging.
(Benjamin, 1999: 576)
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Polkinghorne, D. [2004)

The unique outlook of the designer
when observing the landscape:
the case for Oporto’s poetic archive

This investigation reflects on the ways of making the Oporto's poetic archive, as a place
of preservation of images of the city’s graphic heritage and whose purpose is to inspire
the creation of new narratives. This study is based on an ethnographic approach that
invites designers to record the images that are, to them, more significant. It is assumed,
therefore, that it is a subjective and singular process, starting from a poetic observation
of the landscape by the designer, recording the elements that stand out as
configurators of new senses. The reflection on the procedures present in the
construction of this archive allows the systematization of guiding principles, which
legitimize the poetic look of the designer in the identification of a graphic heritage
present in the landscape and enhancer of other narratives.

Originally the concept of poetry emerges from the notion  graphic heritage collected by designers has been hadn’t seen. At times, the inspiration was deliberately

of poeisis, that is “the activity in which a person brings preserved in order to inspire the creation of new identity ~ sought (...) while other times it came as the result of
something into being that did not exist before” narratives. chance curiosity (...)" (Suri, 2011, p. 30),

(Polkinghorne, 2004, p.115). Thus, the poetic is not only This heritagisation process arises from a sensory The reflexion on the methodogical approach that is part
what inspires us “but also that which brings forth the ethnography approach (Pink, 2015) in which the of the poetic archive's process of construction - sample,
virtue of creation, the inventiveness and ingenuity which  designers are invited to register images that they collection, evaluation and selection, organization and
are inherent to poetry (...)” (Providéncia, 2012, p. 118). consider more significant within the frame of a poetic classification of the collected specimens - will allow us
On this assumption, we see the poetic archive as a observation of the landscape. to codify the guiding principles on the problems of
reservoir of memories, enhancing both new Therefore, we take it on as a procedure charged with heritagisation, construction and access to an archive not
interpretations and representations. subjectivity and singularity in which “designers were meant to be passive but one which is sensed and

This investigation considers how Oporto’s poetic archive inspired by their personal observation of the world and registered and will make itself known under new guises.
came into being as a place where images of the town's saw beauty, poetry, or meaning in something that others ~ Acknowledgements This work is supported by FCT.
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Figure 1. /llustrative image
by Leonardo Buggy / Tipos do Acaso
in commemorative article

of the 20th Armorial Movement

in Continent Magazine, Year X,

Oct 2010, # 118, pp. 22 and 23.

Paula Valadares

(PhD Student)

Design Doctoral Program
Universidade de Aveiro
valadares.paulaf@ua.pt

Helena Barbosa
(Thesis Supervisor)
Assistant Professor
Universidade de Aveiro
helenab@ua.pt

Keywords

Armorial Movement
Graphical Memory
Cultural Identities
Hybridization Processes
Luso-Brazilian relations

(GER, Terence lorgs.)

or. Rio de Janeiro: José Olympio,

ory and the

[ ZC Zc ZC ZC AC

ARMORIAL MOVEMENT: HOW
THE GRAPHIC LANGUAGE OF A
CULTURAL IDENTITY WAS BUILT

The Armorial Movement was born in Pernambuco, in 1970, initiative of Ariano Suassu-
na (1927-2014). The purpose was to create an erudite art from the popular culture in
which could be visualized legitimate insignias of a heraldic tradition. The references
of a medieval culture will be intertwining with the Brazilian culture to create new
identities representations by the hands of artists. These connections have not yet
been established. A clarification about Luso-Brazilian visual linking is a contribution
that connects isolated phenomena and broadens the sense of visual culture.

Context In the Iberian Peninsula medieval Moorish
settlers merged Islamic motifs with Christian traditions
to create fantastic illuminations. The people believed
that a destruction awaited them in the year 1000, as
announced by the Book of Revelation. The manuscripts
of this phase were known as "Beatus”. Later the
heraldry was constituted as rules and graphic langua-
ge. Its contribution to the representation of kingdoms is
present until today, and the perpetuation of this legacy
in the tide of time proves a peculiar value of this
tradition.

These graphic heritages of a medieval Iberian Peninsula
crossed the Atlantic and reached the artistic contempo-
raneity of Pernambuco. They are expressed in the

popular culture of the Brazilian Northeast, according to
Ariano Suassuna, and their references can be verified in

—
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the popular festivals, such as ‘Pastoril’ and ‘Cavalgada’,
in the banners of the "Maracatus” and ‘Frevo’, as well as
in the tradition of cattle branding irons.

Problem There are several publications on European
and Medieval traditions, as well as on the Pernambuco
Armorial movement. However, there is no study that
deals with the understanding of this broad passage
between centuries and continents, addressing how a
graphical tradition has evolved since a medieval
European past until they reach the expression of a
cultural identity of Latin American contemporaneity.

Aim From a design perspective, it seeks to discover how
the visual representation of the Armorial Movement of
Pernambuco was constituted throughout its entire
repertoire until it established itself as an identity.

IPCA

Justification The present investigation intends to
contribute to the understanding of a dialectic of visual
culture in a historical perspective, bringing phenomena
closer to Luso-Brazilian communities. This is especially
relevant because underlining the construction of a
cultural identity is a way to promote its values and
autonomy.

Methodology A historical and graphical analysis (visual
and semantic) of artefacts from the corpus of the work
is accomplished. The sample consists of bibliographical
and iconographic documents. It complements the
investigation with interviews and questionnaires to
specialists and non-specialists.

PAULA VALADARES
Helena Barbosa ¢ 2019
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DESIGN FOR THE COMMUNICATION
OF BREAST CANCER- STRATEGIES FOR PREVENTION,

TREATMENT AND EMPOWERMENT OF PATIENTS AND CAREGIVERS.

Communication is a central and decisive element throughout the entire process of
breast cancer and one of the most complex factors of the disease due to the emotional
state of the agents involved. This research in design aims to create a system that
facilitates communication between patients and their families, capable of promoting
interaction between them, overcoming silences and fostering the expression of
emotions, in order to contribute to the coping and empowerment of the agents
involved. The system will be digital and analog, in a perspective of equity for its users.

“Health is a state of complete physical, mental and social
well-being and not merely the absence of disease or
infirmity.” (WHO, 2006).

The diagnosis of breast cancer is a life threat, a physical
and psychological challenge, bringing along intense
changes that contribute to the psychological suffering of
the patients (Travado, 2015). Psychological Distress and
Quality of Life are related, justifying the development of
effective intervention programs that respond to the
specific needs of patients (Pinho, 2015), as well as to the
circle composed of friends and family, for their practical
and psycho-emotional importance (Travado, 2015).
Preliminary research has revealed that one of the
major difficulties faced by women with breast cancer
is communicating with their family members.

Besides physical pain or mutilation, these women face

10+ RESEARCH
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emotions and feelings that are much more painful,
almost always silenced.

Testimonies such as those heard in the “Tenho Cancro,

e Depois?” initiative (SIC Noticias / Novartis) make us
realize the emotional dimension of the disease: "It is very
complicated to tell a child that mother is sick”, "[...) there
are many husbands who are not prepared because they do

not know how to deal with a wife who has cancer”, "There
should be a kit that gives information, [...) so that they can
also be informed to help us” or "All the people that take
care of their relatives [...) need to be helped, they suffer
more than we do and have no one to help them",—which
places women, mothers, daughters, sisters, friends—and
their families—under increased emotional tension and to
which answers are missing as well.

In Portugal, we identified the lack of resources or
instruments directly aimed at the communication between

IPCA = FCT

patients and family. This reveals an opportunity to develop
a tool capable of simultaneously informing and
transforming, promoting the active role of these agents.
Thus, in seeking an original contribution and scientific
development in a project that crosses the areas of design
and health, and that addresses a contemporary and
complex phenomenon, we will resort to a methodological
integration perspective - "mixed methods research” (Curry,
2015), with the objective of designing a communication
system that aims to facilitate dialogue and communication
among the various interlocutors, by making available
detailed information on modes and approaches for the
transmission and sharing of news, feelings and emotions,
suited to different circumstances and scenarios, and which
will contribute to a more positive way of dealing with the
disease (coping) and to the sense of domain and capacity to
cope with the situation (empowerment).

RENATA AREZES

Joana Quental / Anabela Pereira / Raquel Peres Guimardes « 2019
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How the concept of design is understood and might be clarified within European Union
policies when looking at a funding application process.
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rationale

At the European Union level, Design is a policy priority
for which there are a set of available funding
programmes and opportunities.

Navigating through them is however a complex task not
only due to the massive amount of available
information but also due to the difficulty of deciphering
it. In particular, Design is presented in a multiciplicty of
definitions to potential funding recipients, representing
as such another complexity layer.

problem statement

The current research proposal is based on the
hypothesis that multiple definitions of Design used
within European Union policies can limit access to
funding and fundamentally on the possibilities it
represents for new partnerships, growth and jobs.

It therefore aims at responding to the research
guestion “how can organisations position themselves
to successfully understand and access European Union
strategies and opportunities related to Design?”
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approach

Analyse the concept of Design from the perspective
of a funding application process by developing and
validating a permeability model analogy that
represents a funding process and captures Design
as a multi-dimensional concept.

This will be done through structured interviews and
case studies with funding application professionals,
project developers in Design and policy makers.

outcomes

Recommendations for policy makers and project
developers on how the clarification of Design can
improve access to funding.
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A Comunicacao Cientifica
como desafio a estudantes

de Design de Comunicacao:

Workshops transdisciplinares para a
colaboracao entre o design de comunicacao

e a comunicacao de ciéncias
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Comunicagao de Ciéncia,
Design de Comunicacao,
Design Participativo,
Investigacao em Design
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Esta investigacao tem o objetivo de gerar
principios de design para a concecao e
desenvolvimento de jogos que atuem como
ferramentas ludicas para auxiliar no tratamento de
pessoas com anorexia nervosa e de sensibilizar,
informar e educar seus familiares e amigos. Neste
contexto, sera realizado um estudo aplicado
utilizando estratégias de Co-Design para perceber
as necessidades dos atores supracitados para que
seja possivel conceber jogos que contribuam para
a sua qualidade de vida. A anorexia nervosa € uma
doenca responsavel por elevadas taxas de
suicidio, infecao e inanicao, afetando
principalmente a faixa etaria mais jovem, sendo
que parte do estudo de campo desta investigacao
esta a ser realizado no Hospital Sao Joao (Porto)
com a participagao da equipa médica, pacientes e
familiares atendidos pelo servico.

Passo 1 - Observagao: Esta investigacao iniciou-se através da reviséo bibliografica e esta a passar agora pela observagao do
fendmeno e da percecdo sobre as pessoas e seus contextos. Numa perspetiva de Co-Design. contamos com a colaboracao de
2 ex-anoréxicas, mas que ja recuperaram da doenca. Foram realizadas entrevistas com outras pessoas recuperadas que
tiveram anorexia no passado e forneceram inputs importantes para o trabalho de campo e como base para o desenvolvimento
de novos jogos através da colaboracdo com o curso de Especializagao em Design de Interacdo, Web e Jogos da Universidade
do Porto em parceria com a FEUP e UPTEC. Agora entraremos na pesquisa de campo, seréo utilizadas técnicas de entrevista
em profundidade com especialistas do CHUSJ. além da observacao passiva. Sera utilizado um roteiro de entrevistas nao-
estruturadas. a fim de captar percecdes, necessidades e dificuldades.

Passo 2 - Principios: O objetivo é a criacao de Principios de Design, que serdo o cruzamento entre a teoria com as informacdes.
do campo que sero analisadas através de Analise de Contetido. Propse-se a criaco de principios para geracao de insights.
assim auxiliando o desenvolvimento de conceitos de projeto,

Passo 3 - Planos: Etapa de validacao de conceitos e Serao rkshops de Co-Design com
especialistas em Design e em Anorexia Nervosa para a validacao dos conceitos gerados para Prototipagem do conceito
aperfeicoado. As etapas 2 e 3 ndo serdo realizadas no hospital. Apos a realizacao destas etapas pretende-se retornar ao CHUSJ
para a realizacao de testes com pacientes.

Passo 4 - Testes: Observacdo do das ferramenta do ponto de vista dos pacientes e da equipa
médica. O tipo de avaliagdo sera a observacional. acompanhada por entrevista em profundidade com os seus utilizadores.
Os participantes serdo pelos profissionals de satide. i apenas com Anorexia Nervosa e em

tratamento no CHUS.J Os pacientes serdo de ambos os sexos, com faixa etaria entre 18 aos 50 anos. Todos os envolvidos
assinarao o Termo de Consentimento que foi avaliado e aceite pela Comissao de Etica do CHUS..

Os resultados serdo apresentados para a equipa médica através de sesses de grupo focal. com objetivo de analisar e avaliar a
aplicabilidade e os efeitos do uso pelos pacientes na perspetiva dos profissionais de satide do servico. Os participantes serdo a
equipa do CHUSJ

Até entao, ja foram desenvolvidos e testados 2 jogos exploratérios, um com foco na informacao sobre
conteudos relacionados com a doenca e outro que age como instrumento para investigacao.

Protétipo #1 ANgame COMPETITIVE

O primeiro jogo exploratério tem por objetivo a

psicoeducacao de jovens. Ele visa a

sensibilizacao das pessoas para a prevencao da

doenca, através de uma mecanica competitiva
de perguntas e respostas. Assim, pretende-se

facilitar a aprendizagem sobre a doenca,

auxiliar os jovens a perceber situacdes de risco

e a necessidade de pedido de ajuda.

VEJA COMO O PROTOTIPO #1 FUNCIONA

Protoétipo #2 ANgame COLLAB

O segundo prototipo € um instrumento para
apoio a investigacao e desenvolvimento, pois o
jogo age como agente potenciador da conversa,
ao mesmo tempo que fornece evidéncias visuais
quanto ao conhecimento dos temas tratados e
da tomada de decisao dos entrevistados em
sessoes de grupo focal ou entrevistas de
investigacao.

VEJA COMO O PROTOTIPO #2 FUNCIONA

VIVIANE PECAIBES
Pedro Cardoso / Bruno Giesteira / Liliana Castro « 2019
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DESIGN FOR AGING: SENIOR’S
EXPERIENCE WITH WALKING

AIDS

In the current scenario of aging of the European population, walking aids (like the
walking sticks, crutches and walker) are part of the senior’s material universe and bring
for one hand, the support in locomotion and, for another side, they activate complex
subjectivation processes, evoke cultural aspects, massification, and symbolic values.
Thus, it is necessary to problematize the relationship between the senior subject and the
stigmas associated with the aid equipment through medical-hospital aesthetics. In this
sense, it is evident that this category of product does not, rigorously, offer an ideal of

comfort, security and aesthetic empathy for its generation.

Context: The walking aids appear in the imaginary as a
vertical support cabe. However, the meanings of the
products change according to the experience of use over
time. In the twentieth century, these equipments adapted to
the medical-hospital aesthetics and related to the issues of
aging, linked to the archetype of the senior body - "fragile
and slow". Although, these objects, even today, are
interpreted as a symbol of aging.

Problem: There aren’t so many researches that reflects the
relationship between aid equipment and the senior subject,
regarding the process of stigma production (BISPO, 2018). In
addition, it is also perceived, little interest in the
personalization of the devices of aid, something that walks
against the tendency of the current market, in which adapts
products, clothes and even the workspace in our own way.
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Objective: To reflect and identify the production of
meanings related to the aid equipment, regarding the
perception of stigma and the meanings attributed by the
seniors and caregivers of the Patronato rest home in Aveiro -
Portugal.

Method: For Yin (2005) the scientific method of case study is
preferable when problems refer to contemporary
phenomena. Therefore, the adopted method was a case
study in the Patronato Institute in Aveiro - Portugal and it
was divided into five major phases (exploration, evaluation,
ideation, creation and validation). In this way, it is possible to
evaluate the aid equipment more closely with the
environments and activities, due to the comparison of the
data, thus relating the production and effects of the
observed problems.

IPCA

Contribution: To create a project that improves the senior's
experience by minimizing social stigma. In this sense, the
walking aid should allow personalization through the
subject, potentializing the emotional connections,
deconstructing the archetype rooted on the body aged
athwart materiality. Thus, more focused on user experience
(identity) and resistance to subjection processes
(stereotypes).

Aknowledgement: This work is supported by national funds
through the FCT - Fundacao para a Ciéncia e a Tecnologia ,
with the PhD reserch grant number “PD/BD/135277/2017".
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his directory, therefore, can be considered a

" primary reference for-design research in the future.
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CAN AESTHETICS INSTIGATE THE
e REINTEGRATION OF WASTE INTO NEW
PRODUCTS PROMOTING A CIRCULAR

ECONOMY?

Recent years have witnessed a rapid growth in the world population, with the direct
consequence of increasing the production of tradable goods, thus creating more
waste caused by the rapid exchange of goods.
Through design, Geodesign project aims to attribute distinctive aesthetic qualities to
architectural and urban design artefacts, produced from materials integrating
industrial waste, respecting and enhancing its natural characteristics such as its
colour, texture, resistance to weather, among others.

There is a considerable amount of industrial waste
produced in Europe, which, according to CVR(1), is
around 300,000,000 tonnes per year. Included in the
category of industrial waste are residues such as
aluminum anodizing sludge, steel slag, effluent
sludge, fly ash, among others, the destination of which
is mostly direct landfill (except fly ash, usually
included in Portland cement production). The
management of industrial waste in particular is
carried out in most cases by companies specialized in
waste management, making them not visible /
perceptible or accessible to the general population,
requiring that their reintegration in the value chain,
must pass by an industrial context.

As far as particle fly ash is concerned, since 1930
these have been integrated into the production of
cement, varying in percentage, depending on the

D EEE  Mecee-  [MPORTO

intended application, the ash properties, geographical
location of application and the climate of the region
(Marceau, 2007). Its inclusion in the production of
cement guarantees final benefits to the concrete,
namely the reduction of its permeability to water and
chemicals, giving rise to a dense concrete, by reducing
the size of the pores.

The Geodesign project - waste recovery for the design
of value-added products, aims at the integration of
industrial waste, in geopolymer and mortars, in order
to be applied in the production of artifacts destined to
architecture and urbanism. Conducted by a
consortium that integrates the University of Minho,
University of Tras-os-Montes and Alto Douro,
Providencia design, W2V2 and CVR, with consulting
from the University of Aveiro, the opportunity was
identified for the development of artifacts capable of

IRCA

S

FCT

integrating waste industrial products of categories C
and F, produced by companies from the North of
Portugal, with a view to their enhancement, enhancing
through design different physical, chromatic, plastic
and resistance qualities to aging and wear, not
forgetting their economic relevance.

In this sense, it was proposed the development of a
series of innovative products under the Geodesign
brand that adopt an aesthetic that is called
eco-brutalist.

DIOGO FRIAS

Francisco Providéncia / Ana Velosa « 2018
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A HISTORY OF THE PORTUGUESE

FILM POSTER: THE ROLE OF DESIGN IN
CREATING A VISUAL AND CINEMATIC
CULTURE

Film posters have been, for over 120 years, artifacts intertwined with design and cinema

history. In a country with a small film industry such as Portugal, cinema business has had
a long tradition of neglecting or undervaluing the importance of posters and other graphic
materials designed to promote the films. Researchers have only recently started to write about
the Portuguese film posters of the 20" century. By coalescing in-depth historical research with
several practical projects, this investigation embraces the film poster as a compass to discover

and promote a closer relationship between the fields of Portuguese design and cinema.

The film poster, like other posters, represents an inherently
ephemeral artifact, whose main purpose is to promote the film, film
festival or cinematic event that it announces, during a specific period
of time in a determined place (physical or digital). Since its inception,
in 1896, when the first public film screenings took place in Portugal,
up until the present day, the film poster has been transfigured by the
hands of the artists and designers who have created it. For 120 years
it has reflected the evolution of the written and visual narratives of
films and, simultaneously, of the graphic language of countless
communicational artifacts that build the Portuguese visual culture,
by adopting a multeity of graphic discourses.

However, film posters have been silent witnesses. Very few of them
remain from the first twenty years of Portuguese cinema, and there
is an overall shortage of knowledge regarding its study, which
spreads across the entire period of time in analysis. Only over the
last ten years have some efforts started to be made towards
recovering these posters from the archives and private collections,
studying them from a design point of view and sharing them with
the public. These are noteworthy contributes, despite being mostly
partial and often limited to sporadic initiatives.

D EE  Mecew  [MPORTO

Therefore, this investigation’s main goal is to know, promote and
advance the role of design in the context of Portuguese cinema,
adopting the poster as its main focus. In order to do so, a thorough
research regarding the State of the Art on this matter has been
made; the main national repositories were visited to gather and
collect posters for the creation a digital catalogue, publicly
accessible by everyone; some of the designers with the most
notorious graphic work within this field of research are currently
being interviewed, in order to provide new knowledge concerning
the history, and the stories, of the posters.

At the same time, collaborative partnerships were established
with national institutions, which provided this investigation a
deeper insight into the Portuguese film business through the
development of several design projects: the Portuguese
Cinemateca and Portuguese Film Academy (in Lisbon), Cinema
Trindade (in Porto) and Luso-Brazilian Film Festival

(in Santa Maria da Feira).

More than preserving the memory of the Portuguese film poster,
this research project advocates that the poster can serve as a lead

- FeT
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to a greater cooperation between the professionals of both areas.
Itis believed that the role of design and designers shouldn’t be the
creation of some graphic pieces, but instead the design of visual
identities and communication strategies that spread across
multiple applications and go hand-in-hand with the film
throughout the festival and/or commercial circuits.

The expected outputs of this research are the thesis document,
where all the gathered knowledge and information will be
manifested, along with the launch of a website/digital catalog
dedicated to Portuguese film poster. Curated every week with
new posters, the website will also feature small interviews with
designers, collectors, researchers and other experts as well as
additional content related with this artifact, making it more
accessible to cinephiles, designers and the general audience.

Aknowledgement: This work is supported by national funds
through the FCT - Fundacao para a Ciéncia e a Tecnologia, I.P.,

within the project “UID/DES/4057/2016", with the PhD reserch
grant number “PD/BD/135279/2017".
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Legibility assessment

Font face

Font weight
Width/height racio
Modulation
Leading

Tracking

Distance between words.

3
classification

The lowest rated typographic parameters in this study, leading
and width-to-height ratio, correspond to those most easily
adjusted to reduce the space reserved to the list of ingredients in
the package, given the rules imposed by EU legislation to font size.
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Visibility assessment

Visibility

Conspicuity

Contrast

000= @ size of x-height 25
below the minimum
legal size

size of x-height (mm)

it ‘
0 1 2 3 4 5

classification

Conspicuity is the visual parmeter with the lowest score in this
sample. The variety of information commonly available on a label -
marketing claims, nutrition information panels, use and storage
information, health claims, etc. - creates a background noise that
makes the relevant information to the allergic sufferer hard to find.

No. of packages

No significant correlation was found between the size of the
package and the font size in the ingrediente list (r(196) =.20),
which is always close to the minimum size allowed by EU
legislation. Cases where the font size is even below the legal limit
are observed throughout the full size range of the packaging.

Types of visual emphasis of allergens

bold
uppercase

underline

111

italic
color allergen

outside of ingredient list
font face

font size

tracking

® allergens
® traces

e ———

in parentheses

without visual emphasis

50 100 150 200

Frequency

The EU legislation dictates that alergens should be readily
distinguishible, being bold text the most used type of emphasis.
However, the lack of legislation about precautionary labeling
means that 24% (n=29) of the traces in the sample do not have
any kind of visual emphasis alerting their presence.

Precautinary allergen labeling

Labels without
precautionary information

ey contamestaes el _
May contain. -

May contain traces of.

Other precautionary
expressions

No. of packages.

Although the presence of traces of allergens is indicated in most
cases by the phrase “may contain vestiges of...”, the lack of
regulation means that consumers need to be alert to different
formulations of the same information.

Allergen-free assurance presence

Labels without
allergen-free information

“gluten free” N
“lactose free L]
“milk free’ [
“Soy free” |
“egg free” |
“nut free’ | @ front of the package
. back of the package
‘wheat free” | @ front and back of the package
“peanut free”
0 0 80 120 160

No. of packages

Literature indicates that consumers, in general, tend to mistrust
food information. Health claims like “allergen-free” may allow to
increase consumer assurance (Eden, Bear, & Walker, 2008).
Currently, only a minority of products contain this information,
mainly aimed at consumers with food intolerance.

VISUAL COMMUNICATION OF
ALLERGENS ON FOOD LABELS:
A QUALITATIVE ASSESSMENT

An effective food labelling system is very important for health protection of allergic
consumers. The last update on the European Food Information Regulations 2014
mandates the disclosure of any of the 14 listed allergens on food labels and
establishes guidelines for their presentation. Yet, many consumers still face
difficulties when shopping, particularly in the visibility and interpretation of allergen
information. Therefore, we aimed to evaluate food allergens visibility and legibility
properties considering the Regulation (EU) No. 1169/2011 on the provision of food

information to consumers.

Method Twelve visual parameters concerning visibility
and legibility were developed. These were validated in a
pilot by eight graphic design specialists and PhD design
students that employed a 5-point Likert scale in the
analysis of food labels (n=8). Eleven of those
parameters were considered to have enough internal
consistency (a>0.7) and were used in the analysis of an
intentional sampling of food labels (n=196) in a major
supermarket store in Portugal.

Results All the analysed food labels disclosed the

presence of allergens via typographic signal (mostly
bold, uppercase letters or underline) within the
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ingredients list. The majority of the labels (n=193)
identified the allergen in the ingredients list by at least
one instance of their common name. The mean
x-height value of the text of the sample (M=1.20;
SD=0.20) sits right over the minimum value defined by
EU standards of 1.2 mm, and 34 food labels (17%) were
found to have that value below the legal limit. The
defined typographic parameters found to have the
lowest scores were the leading (M=3.34; SD=1.13),
width-to-height ratio (M=3.47; SD=1.17) and tracking
(M=3.71; SD=1.08), while conspicuity (M=3.58; SD=1.16)
was the visibility parameter in greater need of
improvement.

Conclusion Our findings support the need to review
regulation concerning the principles of visual
communication of allergens. Solutions to be developed
should respond to functional requirements such as
legibility, but also facilitate perception, understanding
and decision making, thus providing clear and accurate
food allergen labelling for consumers.

Conflicts of Interest There are no conflicts of interest
to declare.
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DESIGN IN BUILDING COLLABORATIVE

NETWORKS FOR THE ENHANCEMENT

OF TERRITORIES: MINI WHEELS CASE.

The Mini Wheels is an initiative to promote the use of the bicycle in the city from
childhood . It is promoted by Ciclaveiro, a local association for urban mobility
by bicycle, from Aveiro - Portugal. The initiative aims to raise awareness in the
community, especially families with children, of the benefits of cycling in their
daily trips with children from an early age and to benneficts local economy.

Mini Wheells project is a projecto that aims at being a
stimulus for children to start a cycling learning process in
public spaces, coexisting with other mini riders and thus
contributing to the adoption of the bicycle as an identify-
ing element within that community, increasing the sense
of belonging to the territory through the bicycle and fos-
tering the development of a critical mass and promoting a
change in behaviour and habits.

The transdisciplinary and holistic view of design inte-
grated in this project plays a strategic role regarding the
concept of the project design, the mediation for the co-
creation of its mechanics, favouring communication and
active involvement of internal and external agents to the
group, including local authorities; schools and parents’
associations; local businesses; local industry linked to
bicycles and brands associated with it, and also the
media. Design assumes a dimension of seeking and
acting as a catalyst for change, promoting social, political
and economic changes, and playing the role of facilitator,
author, co-author and co-creator (Fuad- Luke, 2015).
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The Mini Wheels promotes the use of the bicycle in the
city from childhood and it is promoted by Ciclaveiro, a
local association for urban mobility by bicycle, which op-
erates in Aveiro - Portugal.

The initiative aims to raise awareness in the community,
especially families with children, of the benefits of cy-
cling in their daily trips with children from an early age.
In the 2019 edition of Mini Wheels, there were 88 chil-
dren between two and the twelve years old who ex-
plored the city on their bicycles, accompanied by their
families. For the co-creation of the initiative it was se-
lected an area of the city full of small local business and
involved eighteen shop owners, Ciclaveiro and another
local business association.

The children left with a map, where the shops were
identified, which allowed them to orient themselves in
the city. They also had a passport to collect the stamps
from the shops they went through. The shop owners,
with some designer insights, had carefully and creatively

IPCA ® FCT
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prepared diferent offers and creative activities to pro-
mote their business, showing from experience how con-
venient it is to get to their shops by bicycle, as well as
the benefits of buying locally.

The use of the bicycle in possession of the car allowed a
better knowledge of the territory by the children and
families, a greater proximity, appreciation and experi-
ence of the public space. It also allowed more social in-
teraction benefiting the local economy, and conse-
quently the city and the citizens.

The results of the survey of participating families and
marketers revealed that this type of initiative is desired
and appreciated by the families, exponenciators of the
local economy and the most sustainable mobility habits
in the city.

JOANA IVONIA

« 2018
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Ana Clara Roberti (University of Porto)
Advisors:

Helena Santos (University of Porto)
Daniel Brandao (University of Minho)

Island City is a project based on
ethnographic documentary, using

audio and film mediation as to present
alternatives to the agendas of exotization
and consumption of the other. This
research is based in the city of Porto,
Portugal, and focus on the populations
living in microcosmos - as islands - within
the midst of the urban chaos. They are
communities at risk of disappearing or
under reabilitation processes that may
cause transformations or dispersions.

The interest of this work lies in a lack of a
clear objectivity in face of a dynamic and
living population that did not ask to be
study subject, and the need to introduce a
cautious subjectivity. This research seeks
to take a deep and patient view of these
islands and is about the documentary and
artistic self-criticism, the intentional or
unintentional consumption of individuals
and whole communities who are in
delicate situations.

W) @ovo .. FCT |: > UETEC

ANA CLARA ROBERTI
Helena Santos / Daniel Branddao « 2017



122

DESIGN

HEDONISM

Can we understand Design as a trigger of social hedonistic
practices and leisure activities?

Does design redefine pleasure and shape identity?

How do we understand the aesthetics of subcultures in
contemporary Portugal?

Creative industries and leisure activities involving music are a growing market in Portugal. Music Festivals -es-
pecially Festivals devoted to Electronic Dance Music- and Concerts join the traditional festas dos santos popu-
lares in major cities like Lisbon and Porto. However also throughout the year, a considerable number of clubs and
venues redirect their efforts to tourists and locals, offering a wide range of experiences while creating jobs and
boosting local economies with both positive and negative effects.

Traditionally, the discipline of Sociology has studied such manifestations fromsa cultural point of view, treating
the phenomena of celebration as a manifestation of relationships between power, tradition and the construc-
tion of social meaning. Several of those studies are focused on the palitical aspects of the participant’s groups,
showing the participants as politically conflictive. The work of Sarah Thornton offered for the first time a critical
perspective on those activities presenting them net only as pelitically relevant but also as essentially relevant in
order to understand the contemporary western culture.

However, clubs and music festivals offer not only a social manifestation but also a material one. Spaces, clothes;
music and body modifications -such as tattoos and haircuts- are displayed as an authentic exercise of design in
both semantic and material levels. The creation and use of those material manifestations do not appear within
the literature in saciology or design, opening the necessity of the current research.

Looking at the society through the designed material culture, displayed within spaces of consumption of elec-
tronic dance music may offer new methedical horizons to the discipline of design. To understand not only how to
make objects, but also how these objects play a role on the everyday life of younger populations while shaping
their worldview.

Being a new territory for the discipline of Design, the present research uses gualitative scientifie.research
methods acquired from ethnography and cultural studies such as participatory 8bservations, image analysis, in-
terviews and field interventions.

The purpose of the present research project is to extend the general view of design, presenting it not only as a

discipline*that forms final products for specific markets but also as a discipline that has the power to shape the

conscious. Not only through their influence on functional and aesthetics aspects of technology, spaces and prod-

ucts but through their power in the construction of social common identities; facing also the responsibility that
design carries in the construction of ourg@@ntemporary culture.

Autor: César Lugo-Elias

Supervisors:

Dra. Cristina Santos / CES University ofg€aimbra.
Dr. Pedro Cardoso / FBA University of Porto.
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Abstract

Design is perceived as a key
issue to take in consideration
for strategic management at the
Creative Science Park (CSP).

In this context we discuss the
role of Design Factory (DF) and
of Design at the CSP aiming at
stimulating a relational
environment of partners network
with holistic approaches and
praxis concerning the roles of
innovation and Design.
Methodologically theoretical

fr k and
approaches were integrated by
means of descriptive and
qualitative analysis. The sample
size used , the stakeholders
interviewed and the nature of
this research called for an
inductive approach, informed by
the encoding of structural
relevancies. The interpretation
of structural relevancies gave
clear indicators concerning the
multiple roles of Design in
organizations similar to the CSP.
This research presented three
scenarios informed by multiple
understandings concerning the
role of Design for the CSP and
proposed the scenario
illustrated in this poster, in
which Strategic Design
Management is perceived at
multilevel decision making by all
intervening, starting at the
highest levels of decision
making in the organization and
is perceived throughout the
organization as a facilitator for
innovation in dynamic and open
business systems, confirming
that organizations that have
Design embedded at the highest
levels of decision making, have
been consistently the most
successful organizations.

th

aphic

Strategy for Design Management
at the Creative Science Park - Aveiro Region

Eduardo Carvalho Araujo (PhD) 2,
Jodo Anténio de A. Mota (PhD) ®, Filipe J. C. Teles Nunes (PhD) ©

a Departamento de Design, UAD, Universidade Federal de Campina Grande, BR.

b Departamento de Comunicacéo e Arte, ID+, Universidade de Aveiro, PT.
¢ Departamento de Ciéncias Sociais, Politicas e do Territorio, GOVCOPP, Universidade de Aveiro, PT.

Contextualization

Departing from the Triple Helix
model (TH) we studied the CPS
aiming to contribute for making it
better positioned for managing the
flows of knowledge, technologies
and innovation leading to the
effective implementation of these
flows in the industry and territorial
competiveness.

Given this context we discuss the
role of Design Factory (DF) and of
Design at the CSP aiming at

stimulating a relational environment
of partners network with holistic
approaches and praxis concerning
the roles of innovation and Design.
Methodologically theoretical
framework and ethnographic
approaches were integrated by
means of descriptive and qualitative
analysis. The sample size, the
stakeholders interviewed and the
nature of this research called for an
inductive approach, informed by the
encoding of structural relevancies.

STRATEGIC MANAGEMENT of Design in the Creative Science Park (CSP)

The interpretation of structural
relevancies guided the
demonstration and presentation of
various scenarios and gave clear
indicators concerning the multiple
roles of Design in organizations
similar to the CSP. This research
selected three scenarios resulting
of multiple understandings of the
role of Design for the CSP and
proposed the scenario depicted for
this poster, in which Strategic
Design Management is perceived

at multilevel decision making by all
intervening, starting at the highest
levels of decision making in the
organization and is perceived
throughout the organization as a
facilitator for innovation in dynamic
and open business systems. The
collected data shows evidence that
organizations that have Design
embedded at the highest levels of
decision making, have been
consistently the most successful
organizations.

INNOVATIVE / DYNAMIC: Emphasis on Design, anticipating solutions, proactive.

CsP DESIGN FACTORY I CSP I DESIGN FACTORY I CsP
T T T
COMMERCIAL PRODUCT /
MARKET MAXIMIZE DEVEL OPRENT FINANCING CORPORATE SERVIGE .
DEMAND PROFIT e VAGKETING | cAPITALIZATION STRATEGY RELEASED IN
. THE MARKET
Research Quantitative Design Thinking
R h “Creati j\
applied POTE,[‘\‘TIAL esearc Co-Creation European Union Increased value Guiqe\inss l!:‘cur ,
Market Labs of Experience Funds Image upcoming Product
Technology DEMAND Information Usability Testing § Service
Platiorma Stakeholders Commercial
investors agenda j\
UATEC /I\ ]
CSP and CLIENTS evaluate
Starups SRIEFING and DESIGN Commercial / Institutional
an performance and objectives
Partner MANAGEMENT D E S | G N chieved
Companies
Evaluation Results instrumental
no Partner J/ for improving innovation
Companies Anticipation of dynamics
Logistics for New Solutions: l
Public | TECHNICAL Technical Available implementation of Design /
Policies / Design New Set of
DEMAND Qualitative assi Innovations for
igned Innovation Increased value ; ;
Assodiations Research o implement inovation  upcoming Project
P R DEVELOPMENT DEVELOPMENT OF|
DEMAND ADDS PROCESS PATENT RECORDS|  TECHNICAL — [ NEWINNOVATION NEW
TECHNOLOGY VALUE PRODUCTION | CERTIFICATION | ASSISTANCE / DEMAND
(Manufacture) MAINTENANCE
1
csP DESIGN FACTORY I csp

Fig 1 Strategic Design Management is perceived at multilevel decision making by all intervening, a facilitator for innovation in dynamic and open business systems.

Conclusion

For differentiating of similar
organizations we do
suggest CSP have a new
designation: Design
Innovation Park. This
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Exposicao “Que Forga é Essa — Protesto e Participacdo Democratica em Portugal: cartazes Artesanais do Arquivo Ephemera”
Casa da Arquitectura, Setembro a Dezembro de 2019

Cartaz (direita): Jodo Faria / Drop

Fotograf a: Renato Cruz Santos

objectivos

Que forca é essa é uma investigacdo de doutoramento sobre a producao, uso e
arquivo de cartazes artesanais de protesto em Portugal, na segunda década do século
XXI, com foco no periodo de intervencéio da Troika. E realizada em colaboracio com
a Ephemera — Biblioteca e Arquivo de José Pacheco Pereira.

Ambiciona-se o esclarecimento de um fenémeno central - a inscricao de dissensao
no espaco publico/politico, portugués e contemporaneo - , das estratégias adoptadas
nessa procura, das condigdes amplas e especificas que influenciam as estratégias

adoptadas, e idealmente das suas consequéncias.

metodologia

A metodologia é sobretudo de ordem qualitativa, procurando a conjugacio de
multiplas fontes e formas de informacéo (entrevista, observacao, analise de
documento), centrada na ac¢io do investigador mas atenta aos significados
revelados pelos participantes, com vista a “identificacdo de intera¢ées complexas

dos fatores” (Creswell, 2014, p.52).

autor

Helena Sofia Silva (hsofiasilva@gmail.com)

equipa de orientacio
Heitor Alvelos (orientador)

José Pacheco Pereira (co-orientador)
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Janudrio Mendes Ferreira. Anos 60. Arquivo da empresa.
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Funciondrio na fachada primitiva. Anos 50. Arquivo da empresa.

& CIDADRE-YITRINA

Uma resposta ao desaparecimento ou descaracterizacio
das lojas cinquentendrias da Cidade do Porto

Marta Nestor | dcmartanestor@gmail.com
PhDDesign, Faculdade de Belas-Artes, Universidade do Porto
Orientagdo: Susana Barreto (FBAUP), José Alberto Rio Fernandes (FLUP)

Partindo da vitrina enquanto espago de transi¢ao entre a cidade e
a loja, entre espago publico e privado, considerando a sua relacdo
simbiética e mimética, propde-se um contributo para o reforgo
da viabilidade das lojas cinquentenarias do Porto.

A partir da andlise de testemunhos, consulta de arquivos e do
mapeamento do desenho das fachadas de estabelecimentos,
cuja proximidade geografica e pessoal se privilegia, pretende-se
contribuir para a resiliéncia da empresa, a valorizagio do
estabelecimento e o entendimento das vitrinas enquanto
plataformas de seduc¢do, de exposi¢do, e de inscricio da
identidade do lugar.

MARTA NESTOR
Susana Barreto / José Alberto Rio Fernandes « 2017
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FROM THE SYMBOLIC INHERITANCE OF AN ARTISTIC AND POLITICAL INTERVENTION PROJECT d
and with the intuition that contemporary politics is defined less by ideology and more by the induction and projection of
momentary feelings and wills, this research proposes to explore the properties and impacts of the re-implementation of

the '+' project as a propagandistic exercise.

-WHAT ARE THE PROPERTIES AND IMPACTS, MEDIA AND SOCIAL, OF AN EXERCISE OF POLITICAL PROPAGANDA
WHOSE DISCOURSE IS STRICTLY CONFINED TO AN AMBIVALENT AND INFINITELY SIGNIFICANT ICONOGRAPHY?
-WHAT DO THESE PROPERTIES AND IMPACTS REVEAL ABOUT CONTEMPORANEITY INFORMED BY A GLOBAL
SCALE AND A HISTORICAL PERSPECTIVE?

The starting point for this research was the fransformation of this project, with a decade of existence, into a political
party that, as a final result, seeks European parliamentary political representation, through its implementation as an
exercice of political propaganda.

THIS RESEARCH WANTS TO ANALYSE AND IDENTIFY
-The degree of ideological absence in the contemporary political exercice when replaced by exercices of semantic projection;
-The media and the social-cultural impact of a political force whose speech is summarized strictly to its graphic form;

This process aims to understand the functioning and potential of this iconographic identity as a political representative
and how it identifies, projects and agglomerates within itself the wills, interpretations and discourses of the media and
the Portuguese people in the current European political and social context.

Using an incremental methodology of action and research, in the most diverse platforms of the public sphere (public
space, media, social networks, etc.), this research is analysing the process of implementation of this identity,
as a political party, and the resulting impact of this exercise, having as a main reference the media and social reactions.

VOTA MAISMENOQS!

Miguel Janudrio [Faculty of Fine Arts University of Porto /FCT /mais.menos@gmail com w mowrn UPTEC e @ E FCT
Supervisor; Heitor Alvelos /University of Porto /1D+ /FGT = ——

MIGUEL JANUARIO
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In the current digital era, the inﬂuence of traditional

analog processes in the discipline of Design is ff

increasingly relevant. In this publication, we can

observe that in recent years the Research Institute

=

or Design, Media and Culture (ID+) has contributed
o the study of traditional crafts and their use in

contemporary Design. A knowledge applied in
different areas such as embroidery, letterpress,
manufacturing, among others. ID+ “has invested in

creative pedagogy to drive a significant part of its
research and restorative actions because it believes
hat education, and particularly art and design
education, can and must become a key component
of discourses on cultural preservation.” These
research activities act as catalysts to build and |
preserve a historical Ieg_acy forgurrent Design and

| oo

Education. l

SOFIA MEIRA

2021). Design Research: Outputs and Outco
: Design Research as an Agent for Narrative and
eneration and Reinventing of Vanishing Portugu
g Cultures and Techniques [Abstract]. (pp. AA—24,25)
de Belas Artes da Universidade do Porto, Unidade de
a0 em Design, Media e Cultura (ID+).
]

Na era digital atual, a influéncia dos processos

tradicionais analdégicos na disciplina do Design

¢ cada vez mais relevante. Nesta publicagao,

podemos observar que nos Ultimos anos a

Unidade de Investigacdo em Design, Media e

Cultura (ID+), contribuiu para a investigagdo

em praticas tradicionais e a sua aplicagdo no

contexto do Design contemporaneo, tendo

vindo a ser aplicado em diversos campos,

como o bordado, a tipografia com carateres

moveis, a manufactura, entre outras. O ID+ “ tem

investido na pedagogia criativa para conduzir |8

parte significativa das suas pesquisas e agoes

restaurativas porque acredita que a educacao, e

principalmente a educacéo artistica e do design,

pode e deve tornar-se um componente-chave

dos discursos sobre preservagao cultural.” !

Estas iniciativas de investigacao, atuam como

catalisadores para a construgao e preservagao de

um legado histérico para o Design e a educacao.

SOFIA MEIRA

1. Tradugdo pela autora.
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Top row, lefi to right: Unpacking over 20 years of dead stock and samples. Treasure room.
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From gloom to bloom?

This poster presents a snapshot

of a collaborative research project
which employs hands-on methods in
design to recover, organize and utilize
entrepreneurial/corporate archives
from obscure and bygone Portuguese
sneaker labels.

The project seeks to develop
generative resources for creative
exploration and innovation from
material culture, towards bridging the
gap between design research and
the Portuguese footwear industry.

It also fosters possibilities of creating
and promoting autonomous brand/
enterprise development, networking
and knowledge exchange.
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Scope/context
— Focus on Portugal's locally produced and
distributed brands of sports footwear, such as
Cortebel, Desportex and Xavi, among others.

— Comprehending the rationale behind the
apparently limited shelf life of local brands, in
spite of Portugal’s global reputation as a major
producer (B2B), and a year on year growth in
number of labels.

— Constructing a multi-dimensional framework
through applying a variety of hands-on methods
such as Brand Archiving, Visual Analysis, and
Designrascar, to understand and register the
cultural significance and industrial heritage

of Portuguese sports footwear brands and
producers.

Opportunities/challenges
— Paucity of comprehensive studies about
popular Portuguese sports footwear labels

from the second half of the 20th Century (www.
brandarchives.org).

— Traditional gap between design education,
skilled designers, and research in design, and the
footwear industry, yet to be addressed.

— Steady growth of casual footwear production in
the past decade, despite a long standing tradition
and expertise in leather footwear manufacturing.

Aims/outcomes.
— Constructing an archive which upholds the
legacy of local brands and manufacturing of
sports shoes in Portugal.

— Using archival materials as generative
resources for creative production. The archive
presently comprises of museum quality material
covering over 30 Portuguese brands from the
1930s to 1990s, and includes extensive original
products, packaging and contextual imagery.
From over 500 pairs, most are from the iconic
Sanjo (1933-1995) and Cortebel (1965 to present).
— Emphasizing the human dimension behind local
brands through engaging with anonymous actors
and recording their life stories.

— Developing a platform for cross-collaboration/
fertilization between design research and
enterprises for mutual progress.

ABHISHEK CHATTERJEE / PEDRO ALMEIDA

« 20176
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Grounding community participation
by means of design in a context of and 1n crisis

Keywords: design for community empowerment, critical thought IN[RO

and action, socioeconomic challenges, appropriability.
Lagarteiro is one of the 14 social housing neighbourhoods located in the

Porto's parish: Campanha. With more than 1.600 inhabitants spread
over 446 dwellings, this bad reputation neighbourhood has a
geographical condition that somehow unleashes many of the
socioeconomic challenges that its population faces.

Based on the information gathered through the exploratory stage of this
research project and sustained by other researchers and agents in this

. o L
i 7 = context, health is compromised due to the lack of finances and poor
Pink spot represents an overlooked area of Porto on city maps,

e TR T el (E ) diet. In turn, a poor diet is cause and effect of other problems

ACT '0 N experienced by the population and is undermining the breakdown of the

generational cycles of poverty.
0 _exploratory stage P I
Immersion: context, MN

peopleiagdietemaliagents To develop and implement a model of participation as a

1 _individual stage Workshops for building narrative scenarios mean for community empowerment, enabling people’s
My story: eating habits, based on the information collected through voice and critical action through and in design.
desires and challenges initial individual questionnaires. L : o

To use this model to cope with an significant challenge
2Acolleetivg S“:ge Focus groups, critics on scenario lived by Lagarteiro population referring to food and
Our stories: similarities, building and content, and mapping

" household budget management.
differences and challenges eXEICises! g &
3 _intermediar stage

Our community: challenges,
opportunities and possibilities

Groupwork: developing and applying deSIgn for community empowerment
a questionnaire in the community

action research

’ Community session: active community
4 _community stage

Achievements for participation and articulation with — . 3

B external agents and experts for local participatory deSIgn and COdeSIgn

th mmunity: y ? inci

b G }(1:0 K l.lf ldy. agenda development on balanced principles and means
SRDCEXlnGS nutrition and family budget management.

ethnography (fieldnote diary,

key drivers drawing, photography and
Accessibility (cognitive, technological and economic), audio-visual recording)
Transparency, Flexibility, Openness, Appropriability

and Reciprocity

Diagram for constructing individual

AﬂiEVEMENTS m Ncws IONS narrative scenarios
People involved: 165 residents (10% total population) - L g R,

and 29 external agents (20 individuals + 9 institutional).
More than 300 hours of fieldwork between May 2015
and September 2016.

A model for participation has been developed, : : 5
b . apital growth. In a context of
implemented, and partially evaluated. Tools and methods . P T e e
) - . deep literacy and economiic deficits, resources of excellence are human
adapted or developed seem to be potentially replicable in S . S .
by nature, such as dedication, creativity, and critical'thinking: However
other contexts or themes. Lessons learned from the field . | .. - Ak
. - flexible, plans do fail, and the unexpected always happens. A sense of
can constitute good deontological references to those 4 L e . il S
opportunity has been critical in ensuring the progress of the project.

R RsEeriay iflifcomunitics: Though it needs to be continued and deepened, community participation

seems to be grounded but still waiting for support.

Cecilia Peixoto Carvalho
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Sup. Teresa Franqueira (UA) Cosup. Ligia Ferro (UP)
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Abstract

From the triangulation kitchen,
design and process this study
searches evidence for bridging
process between the fields of
kitchen and design.
Deconstruction was instrumental
for exploring and testing the
presence of recursive structures
intersecting the two fields, aiming
to prove if and whence kitchen
may contribute to expand the
knowledge of design.

Recursive structures

By recursive structures we mean
elements carrying the essential
information that generates similar
patterns visible on different fields.
While Rosalind Krauss stresses, “a
recursive structure, that is, some of
the elements of which will produce
the rules that generate the structure
itself. (...) Further, that this recursive
structure is something made, rather
than something given, is what is
latent in the traditional connection of
“medium” to matters of technique”,
David Gelernter gives a different
perspective, identifying a recursive
structure as scientific concept he
explains that “a structure is recursive
if the shape of the whole recurs in
the shape of the parts (...)".
Gallenger goes on telling “the idea
of recursive structure came into its
own with the advent of computer
science in the 1950s. (...) But it also
happens that is fundamental to the
history of architecture, especially to
the gothic, renaissance and baroque
architecture of Europe.”
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Process and deconstruction: a study into
recursive structures between kitchen and design

Inés Laranjeira, Joao A. Mota / Supervisor

Department of Communication and Art, University of Aveiro

ID+ Research Institute for Design, Media and Culture

Circus 2. From “Circus-Caribbean Orange”, Chicago (Gordon Matta-Clark 1978)

Methods of study

We started the qualitative analysis (Saldafa 2009) by working with a sample
test of 4 projects: [1] Food Design—Meat the Expectations (Alonso, Klooster,
et. al 2013), [2] Food Phreaking #0 (The Center for Genomic Gastronomy
2013); [3] The Chronic Facility (Alison Thomson 2010) and [4] Conflict
Kitchen (Rubin and Weleski 2010—). Being coding an interpretative and heu-
ristic process, decoding the language from the projects led us to recognize
categories, places that, in turn, would point towards specific regions of under-
standing (placements) and thereafter evidences for recursive structures.

Subsequently, the wayfinding of recursive structures was informed by under-
standing: [1] Jacques Derrida philosophy of deconstruction, trying, at first, to
re-place the space of architecture for the space of the kitchen and, moreover,
consider the evolution of the space of the kitchen in architecture; [2] Martin
Heidegger concepts on the aesthetic experience and materiality, in particular
[3] Rosalind Krauss concepts on axiomatic structures in relation to the projec-
tual activity [art (sculpture), architecture, design]. Here, as mentioned before
for architecture, we tested the replacement of sculpture for kitchen in relation
to design. We also tested to invert places, this is, thinking the discipline of
design with focus on the field of contemporary kitchen, by replacing sculpture
for design and looking for kitchen; [4] Richard Buchanan theory on the
“Wicked Problems in Design Thinking” by rethinking placements over catego-
ries by way of signs, things, actions and thoughts. Finally, we also questioned
at which extend the 4 projects of the sample test follow [5] Jeffrey and
Shaowen Bardzell approach of critical design “families” of thought.
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Conclusions

Up to date we found the following list of recursive structures set with no
hierarchy of importance. These and other recursive structures found will be
grouped and rearranged to answer specific questions of this research in
progress, aiming to prove if and in what way kitchen may contribute for the
knowledge of design, working so to speak, as Richard Buchanan argues,
as a “quasi-subject matter of design thinking”. If so, kitchen as others
placements/ regions may offer, are open to receive and edify an expanded
view of the discipline of design.

Recursive structures

deconstruction care conceptual

the familiar ethics collaborative

khora senses market

resting-within-itself aesthetic experience transdisciplinary

language techne/ technology complexity

desire/ anima indeterminacy strategy and planning

culture/ hegemony matter-form wicked problems
process construction
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Abstract

Human comfort adopts distinct
configurations in different
environments. What shapes the
domestic type of comfort is
unlikely to be paramount on the
composition of the workplace type

The contribution of design to passenger
comfort onboard long haul trains in Portugal

Joao Cruz,*

Vasco Branco (Supervisor, UA-DeCA), Teresa Oliveira (Co-Supervisor, ISPA-IU and Univ.of East London)
Departamento de Comunicagao e Arte, ID+, Universidade de Aveiro

* <cruz.joao@ua.pt>

or the restaurant type of t.
Still, the comfort passengers
endure on a short bus ride and on
a long rail journey are expectantly
of a different nature despite being
both formed on ground based
vehicles. The purpose of the
present work is to ascertain which
are and how interrelate the more
prominent ingredients of comfort
for passengers onboard long haul
trains in Portugal. Furthermore, it
aims to depict the routes design
can wield to shape this rail
comfort. Departs from a dual
conception of comfort that
aggregates physical comfort and
psychological well-being. This
research supported the first
author's PhD thesis.

Ground %

passenger Utiltarist

comfort NASA
medicine

Economicist Ethologic
models KTH approach

Fig 3 / Domains that demarcate the Holistic
comfort onboard trains
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The main objective of the research
program was to expand the
knowledge and understanding of
how design participates in the
shaping of comfort of a complex
product. A set of four studies was
designed to address design and
comfort in the passenger
compartments of Portuguese long
haul trains.

Why trains

The Intercidades and Alfa Pendular
trains (Fig. 1, 2, 4) were selected as
our field of study because:

1) They constitute a real ecosystem
at reach for empirical investigation,
where people perform staged social
interactions along an incarcerated
existence filled with observable
activities and choreographies.

2) Onboard trains onsets an array of
i) kinematic demands, ii) corporeal
excitation and iii) challenges to the
control of space-time that are
uncommon in other built
environments.

Structure

Our research works are formed by
four studies developed from 2010 to
2013.

Study 1

We specified Holistic Comfort (HC)
or Global Comfort as the integrating
construct of physical comfort and
psychological wellbeing that draws
the reaction of a given individual
upon a particular circumstance.
The Holistic Comfort Onboard Trains
(HCOT) is intertwined by three
fundamental specificities: i) it is a
consumable attribute of a service

tions. Corail2 (a), Sm2 (b) and CPA2 (c).

and, accordingly, complies with the
theory of consumer comfort (Spake
1992); ii) forms in passenger
compartments that are
servicescapes (Bitner 1992) and iii)
germinates within capsufe habitats
(Suedfeld e Steel 2000).

Our study describes nine domains
that demarcate HCOT (Fig.3)

Study 2

We completed a case study to depict
the historic evolution and the current
condition of the service and fleet that
materialize IC and AP trains.

Study 3

A heuristic evaluation of the three
habitability nucleus (Fig.6) was
performed that enabled to diagnose
the 35 major design insufficiencies
of the studied servicescapes.

Study 4

A dedicated survey instrument was
created: a printed self-completion
questionnaire which was
administered to real passenger
onboard 14 ordinarily scheduled
trains (N=1576). The instrument
comprehends 44 variables (under 8
main dimensions).

Among other findings, it is worth to
highlight that:

A) Real passengers compute,
simultaneously, ten different
variables while evaluating the overall
comfort of their seat;

B) There is an inverse correlation
between the verticality of the seat's
backrest ant the seat's overall
comfort;

C) The few predictors of the
carriage’s overall comfort form an

Fig 5/ Estimation of a personal space compliant with the portuguese popul. anthropometric data

unexpected hierarchy of importance:
1st the overall comfort of the
passenger's seat; 2nd the evaluation
of the WC (usable space, usability,
cleanliness and maintenance
condition); 3rd evaluation of the “vide
poche” at the personal space; 4th
evaluation of the restaurant
compartment; 5th the satisfactori_
ness of the air temperature inside the
carriage; 6th the (im)possibility to
perform relaxation activities along the
journey.

Conclusions

We've discussed the findings from
the four studies and described the 14
areas of priority intervention for the
design that seeks to elevate the
commercially-oriented HCOT of
future trains. Those areas affiliate
with two types of projects (cf. the
categories of Verganti 2008) (Fig.8):
1) User-centered design (6 areas),
which updates the product offer;

1) Design-driven innovation (8 areas)
which proposes commercially
reasonable radical innovations.

On trains, where a commercially-
oriented Holistic Comfort is provided,
the user satisfaction tends to
decrease with the course of time,
both due to user habituation and the
erosive effect of the disclosure of
advances on competing products.
For the railways, which according to
conventional economic theory
surpassed the maturity stage and
entered the de decline stage sixty
years ago, the elevation of comfort is
one of the last usable implements
from the competitive arsenal at

Vasco Branco /

reach. Design will always provide
contributions to shape the HCOT of
passenger compartments, new or
refurbished. Those contributions can
sprout from frivolous design
approaches (worthless and/or
counterproductive in what real
comfort concerns) or, alternatively,
can proceed from a well-informed
design. Our work aspires to be an
allowance to the latter.
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Fig 6 / Habitability nucleus. Corail1.

Fig 7 / Vide poche utility. SM1
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Fig 8 / Areas of priority intervention
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Abstract

This research shows the path
followed in the study that
focuses on durability as a
strategy for the prevention /
reduction of environmental
impacts caused by the
production and consumption of
Western societies. The work was
based primarily on collecting
issues that justified the need for
the research. Based on the
knowledge obtained about the
consequences of premature
disposal of products, including
the production of waste and use
of resources, the research has
directed to strategies that
motivate reducing consumption
by increasing the lifetime of the
product. The durability of some
products referred as Design
Classics motivated the
development of the research.
After defining the universe that
fits this category, we selected a
sample considered
representative and created a
jatal with sy ized
content for research. Through
qualitative and quantitative
analysis of samples of these
products, we met the ten most
mentioned. From this set of
qualifying terms we have
developed two operating matrix
(for generating and evaluating
concepts) that can be applied to
product development. A
standard model that enables a
strategy for designing products
with relatively greater useful life.
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The durability of the Design Classics as a tool

to support the product design process:

10 principles for the project

Joao Martins/Doctoral

Department of Communication and Art, University of Aveiro

Introduction

This poster describes the research work that aims to contribute for the
development of an ecodesign strategy “Design for longevity” to increase
product life and reduce environmental impacts due to obsolescence causes.
Motivated by environmental consequences of excessive consumption of
natural resources, energy and disposability of products, the research was
focused on the product system level which includes the optimization of
initial lifetime and, more precisely, in the optimization of mechanisms that
enable the reduction of environmental impacts by consumption reduction.
Design for longevity aims to extend the product’s useful life, its technical,
functional and aesthetic qualities, i.e. the time that the product functions
correctly and the time the user finds the product attractive.

Research

The reasons leading to product elimination are several (Kazazian, 2005;
Lewis & Gertsakis, 2001; Cooper, 2004):

Properties’ degradation or structural fatigue caused by intensive use;
chemical or natural degradation;

Damage caused by accidents through improper use;

Technological obsolescence of products that incorporate mechanical or
electronic devices which are frequently updated,

Cultural and aesthetic obsolescence for fashion products.

This waste has three major destinations: recycling, landfill or incineration.
The “European Waste Hierarchy” expressed in Directive 2008/98/EC on
waste (European Parliament and Council, 2008) which defines 5 actions/
solutions:

1. Waste prevention

. Reuse and preparation for reuse;

. Recycling

. Recovery (including energetic valorization)/ incineration

. Disposal (safe storage/landfill).

O A W N

This work present contributions at the first level, defined as a set of
measures taken to avoid a substance, material or product becoming waste
(European Parliament and Council, 2008). In this sense, and in the scope of
this investigation, extending products’ useful life is an encouraging factor to
reduce consumption. This “design for longevity” strategie (Hemel, 1998;
Lewis & Gertsakis, 2001; Manzini & Vezzoli, 2002; Tischner, 2001), is one of
those approaching objectively the issue of durability. The aim of this strategy
is to extend the product’s useful life in its technical and aesthetic qualities,.
This implies that products will be used for a longer period of time. Research
has focused on the principle of “how to reach a classic design” (Hemel,
1998), “considering classic design” (Lewis & Gertsakis, 2001) or seeking
greater product longevity through “timeless design” (Tischner, 2001).

Aims and questions of the research

Does the status of Design Classic “obtained” by some products depend to
a great extent on a combination of aesthetic, functional and material
factors rather than on technological factors?

Can the detailed study of Design Classics be synthesized in a set of
product attributes usable in the design process of new products?

Can a design strategy based on characteristics of Design Classics allow
the manufacturing of products with the potential for a longer useful life
than competing products?

Universe of products studied

The knowledge obtained from the literature review of exceptional industrial
products allowed us to select inclusion criteria that characterize the universe
of products (Design Classics) considering the main objective of the
investigation.

Fig 1/ Anglepoise 1227 desk Lamp - George Carwardine, 1932.

The Design Classics (Fig. 1) are products that remain in production for
several generations despite the production of new versions and changes in
fashion, taste and cultural changes.

Conclusions

The study of Design Classics revealed a set of 10 adjectives most frequently
mentioned, and allowed to produced a hierarchy from the accounting of the
number of times the adjective (or ways which refers to that adjective) is
quoted in the documents analyzed about the products.

1st. Simple

2nd. Innovative (in its time of creation)
3rd. Ergonomic

4th. Elegant

5th. Functional

6th. Robust

7th. Inexpensive (fair price)

8th. Variable

9th. Versatile

10th Combined

The deepening of the qualifying terms with respect to their definitions and
conversion to product attributes, can be used in a design model that aims to
increase the shelf life of products based on Design Classics characteristics.
Based on this we developed two operating matrix (for generation and
evaluation of concepts) that can be applied in product development.
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Abstract

This study focuses on the topic
of the children’s picturebook,
centered on the
three-dimensional illustration,
an emerging phenomenon in
Portugal. In this context, the
investigation aims to
understand this visual discourse
in the editorial and narrative
realms. As an alternative
imagery proposal, the three-
dimensional illustration opens
new perspectives and ways of
approaching contemporary
illustration. This research,
concludes that the creative
process of three-dimensional
illustration is usually done by
hand. The lllustrator seeks an
intimate relationship with the
different materials, exploring
inventive processes in constant
experimentation and
transformation. One of the main
factors that created the basis of
the three-dimensional
illustration phenomenon in

the picturebook gender was the
massive use of digital
technologies as a privileged
medium for creating images at
the turning of the twentieth
century to the twenty-first
century. In response to this
historical circumstance, the
illustrator attempted to
differentiate himself from his
pears, searching to discover a
more authentic, legitimate and
spontaneous visual expression.
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The lllustration in the Children’s Picturebook in

Portugal: from the three-dimensional

representation to the book page

Magda Cordas/Postgraduate Research Student
Joana Quental/Ph.D.

Department of Comunication and Art, University of Aveiro

Historically, it is known that the first books for children may have been
produced in the beginning of the late seventeenth century and during the
eighteenth century. The illustrated book as an artefact was quite different
from what we know today, mainly due to the technology limitations that, in a
way, conditioned the production of the book and the illustration itself. In
Portugal, it was from the second half of the nineteenth century that books
specifically written for children has emerged as a distinct literary field and
therefore boosted the publication of children’s books, where text and image
simply coexisted.

The bond of complicity between words and images in such publications is
clear today and is the result of the conceptual and formal book’s evolution
mainly underpinned by technological development. Nowadays, children’s
book — in particular the picturebook — has achieved great notoriety and
prestige as an artistic and cultural manifestation. This kind of publication has
shown a remarkable progress, a target of a constant creative renewal,
always looking for refreshing and sophisticated perspectives of the
relationship between the verbal and visual discourses, themes and the
book/artefact. In this context of picturebook expansion, the illustrator is no
longer confined to the universe of creating images, but he also assumes the
responsible of the whole book project — from the initial concept to the
production of both text and illustration and book design. To this illustrator/
designer is today recognized a proper space within Design discipline. This
reality is enhanced by an increasing domain and the ability to explore
technology, making it faster and more efficient to test and experiment with
new creative solutions.

In this scenario some contemporary Portuguese illustrators took the change
to explore alternative compositions that are created initially in a three-
dimensional space and afterwards reproduced photographically to integrate
a book page. Notions of volume, depth and scale, texture effects, light and
shadow, become part of the grammar of this new visual approach - the
three-dimensional illustration. This artistic expression has added a greater
dimension to the narrative’s perception, thus creating a pictorial concept
between the two and the three-dimensional spaces that, in a way, has
stimulated the development of the picturebook form. Thus, this study
focuses on the relationship between the two and three-dimensionality and in
the new expressive possibilities arising within, as a hypothesis for the
creation of a new semantic space that opens to the contemporary illustrated
book.

Metodology

This study aimed, firstly to identify the fundamentals that impulsed the
emergence of three-dimensional illustration in Portugal, and secondly, to
understand the work process inherent to this type of illustration. The
methodology involved the selection of five relevant Portuguese illustrators
from contemporary children’s books which has used the three-
dimensionality of translation the plan: André da Loba, José Miguel Ribeiro,
Madalena Matoso, Mafalda Milhdes and Margarida Botelho. Through a semi
structured interview made to the illustrators, this research was able to
determine and relate the factors that have motivated, shaped and
conditioned the use of this three-dimensional expression based on the
analysis of a specific book of each illustrator. Subsequently, an interpretative
summary of the interviews were made, inferred from a cross-sectional
analysis. The objective of this analysis was to understand the main
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Fig 1/ Bichos faz-de-conta (2008) — André da Loba

convergences and divergences of the illustrator’s’ opinions, experiences and
practices in creating their imagery and projectual design in the production of
their graphic work.

Conclusions

Based on a comparative analysis of the interviews it was concluded that the
creative process of three-dimensional illustration is usually centered on hand-
made artwork. That means, the creator values an intimate relationship with the
various materials in creating his artwork in a constant experimentation and
creative transformation. The final images reproduced in a book format are able
to reveal an authentic expression of the author’s thinking and working process.

This research identified that this phenomenon was particularly due to the 90s of
the twentieth century where technological achievements resulted in an
obsession with the visual effects provided by this device. Thus, generating in
the illustration of that time an appearance exaggeratedly digital, homogeneous
and with no personal expression. As a reaction to the excessive use of the
computer, the illustrator, moved by the desire to reinvent himself (and his work),
rediscovers the taste for the work done by hand. He began to explore the
spontaneity of his first strokes, the mistakes and the unexpected, experimenting
and inventing alternative forms of expression to safety and digital artificiality.
Thus, in this way the illustrator develops an unique and qualitatively distinctive
approach, in which affirms his identity. In this regard, the research also came to
the conclusion that this reality was in part a result of an international context
were several artists since the second half of twentieth century, have an
experimental approach in the way they create picturebooks for children.

This change of thinking and work method pointed out in this investigation can
be identified as "experimental aesthetics", in contrast to the "perfect” and
exquisitely finished illustration found in the 90s. The focus has shifted from an
overvaluation of final art to a particular interest in the creative process and this
understanding became explicit in the book pages. In other words, the illustrator
entered a new way of creating his images as a playful game of discovery,
guided now more by his work process than by preconceived ideas, most of the
time, too rigid.

This study starts with the identification, at the present moment, of an alternative
technical resource to the dominant two-dimensional representation - the three-
dimensional illustration - in the context of the children’s picturebook. We
believe that we have contributed to the discipline of Design, the recognition that
this new approach makes room for new expressive possibilities and
consequently semantics.
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Estranhas Interaccoes:
Serendipidade no Meio Digital

Uma Vida Otimizada

A computacao ubiqua levou a que todas as nossas actividades possam, de alguma forma, ser mediadas por
sistemas interactivos digitais: da interaccdo com informacao a interaccao com o espaco fisico ou a interaccao
humana. Em todos os momentos do nosso quotidiano, estes sistemas tém a capacidade de condicionar o nosso
comportamento e a forma como interagimos com o Mundo: desde o mais trivial, como na escolha de onde al-
mocar, ao mais pessoal, como na escolha de um possivel parceiro amoroso.

Estes sistermas (com a possivel excessao daqueles cujo fim é experimental, lidico ou artistico) s&o, na sua maio-
ria, criados perante uma légica de funcionalidade e eficiéncia, fruto da sua origem como ferramentas no local de
trabalho (Dunne, 2005), sendo sua intencdo promover o resultado que consideram ser o mais pertinente e re-
levante as intencées do utilizador. Para tal, tém sido aplicados métodos de aprendizagem de computacional que
permitem a estes sistemas criar perfis de utilizador, ou seja, representar os utilizadores de acordo com os seus
comportamentos. Isto, associado a informacao contextual recolhida por estes sistemas, permite-lhes fornecer
resultados com um grau elevado de especificidade. No entanto, esta extrema relevancia leva a diminuicao de
acidentes — eventos inesperados e imprevisiveis —, reduzindo a capacidade do Meio Digital (Murray, 2012) para
o inesperado e para o surpreendente. Ademais, esta personalizacao pode levar a um efeito de camara de eco
(Pariser, 2011), em que a maquina apenas retorna aquilo que considera relevante para o utilizador, perpetuando
um limitado espectro de interesses e levando a exclusao de tudo o resto, reduzindo o potencial do Meio
para a Serendipidade.

Serendipidade e Estranhamento

Margaret Boden define a serendipidade como “a descoberta de algo valioso sem que se esteja especificamente
aprocura” (2004). Serendipidade & uma descoberta acidental, imprevisivel mas relevante, seja por permitir en-
contrar determinada informac&o de interesse ou por levar a um momento de ideacao. Na histéria da invencao
e criatividade humana, s&o vérios os momentos ditos serendipitosos, desde a descoberta da Penicilina a inven-
¢&o do Abstracionismo (Cumming, 2006). Com a procura da optimizacao, da relevancia e da funcionalidade nos
sistemas interactivos, estamos também a reduzir o potencial para acidentes, para o inesperado e para a seren-
dipidade. Nas palavras de Ethan Zuckerman em Digital Cosmopolitans: Why We Think the Internet Connects Us,
Why It Doesn’t, and How to Rewire It, para experienciar serendipidade, precisamos de correr riscos de fracasso,
de frustracao de tempo perdido” (2014). Deste modo, 0 método para conseguir promover experiéncias serendi-
pitosas no Meio Digital é afastando-nos da funcionalidade, da optimizac&o e da especificidade e procurar antes o
acidente, o imprevisivel e o estranho.

Estranhamento é um conceito criado pelo tedrico literario formalista Viktor Chklovsky para descrever o efeito
de distanciar a obra artistica do espectador, tornado esta estranha, procurando dessa forma a uma nova obser-
vacao da realidade através do olhar artistico, pois para Chklovksy a finalidade da arte é dar uma sensacao do
objecto como visao e ndo como reconhecimento; o processo da arte é o processo de singularizacao ostranenie
[estranhamento) dos objectos e o processo que consiste em obscurecer a forma, em aumentar a dificuldade e
a duracdo da percepcao. O acto de percepcao em arte € um fim em si e deve ser prolongado; a arte € um meio
de sentir o devir do objecto, aguilo que j& se ‘tornou’ nao interessa a arte.” (Todorov, 1999, p. 82)

Desta forma, propomos que ao criar sistemas interactivos que visem este estranhamento, podemos promo-
ver experiéncias para além das que se enquadram no paradigma funcional e procurem o inesperado e o nao-
familiar. Estes sistemas serao semelhantes aos “monstros bizarros” de Anthony Dunne, que procuram “desafiar
a realidade banal suportada por produtos para consumidores, enfatizando a necessidade de identificar como
produtos eletrénicos podem oferecer expressoes alternativas da sua prépria l6gica funcional” (2005, p. 45).

Um possivel exemplo destes “monstros bizarros” é Serendipitor (2010) de Mark Sheppard, uma aplicacéo de na-
vegacao GPS para telemével que, para além de oferecer ao utilizador uma rota para o destino desejado, sugere
possiveis accées para este fazer durante o percurso, tais como seguir uma nuvem, sentar-se a sombra de uma
drvore ou seguir uma pessoa durante dois quarteires.

Um outro exemplo é de estranhamento aplicado a sistemas interactivos é o de Argeiphontes Lyre (n.d.), um sof-
tware sistematizador desenvolvido por Akira Rabelais cuja interface grafica consiste numa forma semelhante
auma nuvem, transparente, mostrando mensagens cripticas em diferentes linguas. Os comandos e menus sao
igualmente cripticos e, dado que o autor nao oferece qualquer documentacao relativamente ao uso do software,
compete ao utilizador experimentar e descobrir, por tentativa e erro, as funcionalidades do programa.

Estes dois exemplos demonstram como o estranhamento aplicado a criacdo de sistemas interactivos, através
de experiéncias nao-familiares, podem privilegiar a descoberta, a exploracao e o confronto com o erro e o aci-
dente, possibilitando a surpresa e a serendipidade.

Ricardo Melo

Plano Doutoral em Design da Universidade do Porto,
FBAUP, UPTEC, UA, ID+.

Miguel Carvalhais

Faculdade de Belas Artes da Universidade do Porto,
D+
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This PhD research addresses the difficulty of communicating
and relating to people living with dementia. It explores how
communication design can enable people with dementia

and their close social circle to develop personalised strategies
to communicate, with a special focus on leisure and
entertainment.

Strongly influenced by the values of person-centred care,
this practice-based research valorises empathy, and draws
upon ethnographic methods and participatory approaches
to get a deeper understanding of the experience of dementia
and engage with those diagnosed in the design process. After
a preliminary observational study in two care institutions
with people with dementia, some families were invited to take
part in the research project, by adapting and personalising an
open artefact. Alternatively, they were asked to participate in
the redefinition of the design brief. In both cases, the process
= was also open to the needs, preferences and availabilities of
= .f' the participants.

These processes of personalising and iterating the new
proposals are currently in progress. Next steps in this
research are related with the analysis and evaluation
of these processes and results.
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OBSERVATION 1
The preliminary phase of this p]
observation and participation
older people with dementi

INVOLVING PEOPLE WITH DEMENTIA IN

THE DEVELOPMENT OF A BOARD GAME
Observed sessions inspired the design of

a simple family board game. The aim was to
provide an opportunity for families to engage
with their relative in a collective activity;
through encouraging storytelling and
affection, in parallel with simple challenges.

PARTICIPATORY WORK WITH PEOPLE WITH DEMENTIA AND THEIR
FAMILIES > TRYING AND COMMENTING ON DESIGNED ARTEFACTS
Since some of the families had already received the board game, they
were invited them to play it for about 30min. The intention was to
understand how participants played and interpreted the game, how
they reacted to the several activities proposed and how they
interacted with each oths

.

&

Srag

PARTICIPATORY WORK WITH PEOPLE WITH DEMENTIA AND THEIR FAMILIES
> PERSONALISATION OF AN ARTEFACT

Families were asked to contribute with content to adapt and personalise

an artefact chosen. Families were challenged to make it together with their
relative with dementia and several family members, similarly the group
activities observed in the institutions.

PARTICIPATORY WORK WITH PEOPLE WITH DEMENTIA AND THEIR FAMILIES
> PERSONALISING THE DESIGN BRIEF

In the first moment, two families did not find any of the three artefacts appropriate
for them. Consequently, these two families were invited to take part directly in the
codesign moment, which consisted of designing a leisure communication strategy
for and with them.

RITA MALDONADO BRANCO
Joana Quental / Oscar Ribeiro « 2016



DR: Individually
and as a whole

Being a part of the first instalment of the Tiger
series, it is gratifying for me to see its evolution,
and contribute with this bit towards the latest
iteration. My involvement with the PhD Design
program and ID+ stretches back to nearly a
decade, primarily as a doctoral student, and
later on, as a contracted researcher. During this
period, | have closely followed the advancement
of the program, and have had the good fortune to
interact, and even collaborate with some of the
projects on showcase.

DR: individualmente
e como um todo

Tendo feito parte da primeira publicagéo da série
Tiger, como estudante, é gratificante para mim ver
a sua evolucdo e dar um pequeno contributo para o
quinto nimero. O meu envolvimento no programa
doutoral em design e no ID+ tem quase uma
década, inicialmente como aluno de doutoramento
e, posteriormente, como investigador contratado.
Nesse periodo acompanhei de perto o avango

do programa, e tive a felicidade de interagir, e até
colaborar, em alguns dos projetos apresentados.

Esta antologia de sinteses minuciosamente
elaboradas de investigagdo doutoral em design,

como se depreende dos depoimentos apresentados,

é uma manifestagdo de multiplas perspectivas que
suscita uma leitura igualmente fenomenogréafica.

A diversidade de territdrios de aplicagéo e
subdisciplinas de design, métodos e abordagens,
contextos de implementagdo e consequéncias para
a sociedade, cultura, industria e meio ambiente que
sdo discutidos nestes posters podem acomodar
quadros de macro-meso-micro interpretagao.
Portanto, esta publicagdo é particularmente
relevante para os estudos de doutoramento

atuais e futuros, no sentido de desenvolver uma
compreensao integrada da condugao e articulagao
da investigagdo em design.

Abhishek Chatterjee
Investigador, ID+/University of Aveiro
Doutorado em Design (U.Porto), 2017

This anthology of meticulously crafted syntheses
of doctoral research in design, as can be
gathered from the testimonials presented, is a
manifestation of multiperspectivity that elicits a
similarly phenomenographic reading. The diversity
of application territories and sub-disciplines of
design, methods and approaches, contexts of
implementation, and consequences towards
society, culture, industry, and environment that
are discussed in these posters can accommodate
macro-meso-micro frames of interpretation.
Therefore, this publication is particularly relevant
for present and future doctoral studies, towards
developing an integrated understanding of
conducting and articulating research in design.

Abhishek Chatterjee
Researcher, ID+/University of Aveiro
PhD Design graduate (U.Porto), 2017
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